
iMinHt 



® 


©2000 The 3DO Company. All Rights Reserved. 3DO, Might and Magic, Day of the Destroyer, New World Computing, and 
their respective logos, are trademarks and/or service marks of The 3DO Company in the U.S. and other countries. All other 
trademarks belong to their respective owners. New World Computing is a division of The 3DO Company 

The software and related manual for this 3DO product are copyrighted. No portion of this product may be photocopied, 
scanned, translated, reproduced, copied or reduced to any tangible or electronic medium or machine-readable form, or 
publicly performed or displayed, without the prior written consent of The 3DO Company. The owner of this product is entitled 
to use the software and related manual for his or her own use, but is not entitled to reproduce and distribute any copies of the 
software or manual to any other individual or entity; nor to rent or lease this product or any copy thereof to any third party. 

MS-DOS, Windows, the Windows logo and DirectX are trademarks and/or registered trademarks of the Microsoft Corporation. 


TM 


.4 


Table of Contents 

"NA^lcOme to Miglit and Magic® VIII: Day of tlie Destroyer 
Introduction: Tlie Destroyer Cometli 5 

Getting Started 

Installation 9 

Beginning Play 9 

Main Menu 9 

Ckaraeter Creation 

Overview 10 

Basie Operations 10 

Attributes and Tlieir Effects 14 

Application of Skills 16 

Class: Spell and Hit Points 18 

Starting Attributes 19 

Starting Resistance 20 

IVIenus and Game Screens 

Adventure Screen 20 

Main View. 20 

Character Portraits: Viur Party 21 

Character Info Screen 22 

Adding Party Members 23 

Eiod, Gold and Compass 24 

Buttons 24 

Spell Booh 24 

Game Options 25 

Rest and Camp Screen 26 

Reference Scrolls 26 

Exf)loration 

Movement and Interaction 28 

Dealing With Objects 29 

Doors 30 

Other Objects 31 


Interaction W ith NPC s 31 

Towns 32 

Shops 32 

Other Town Services 34 

Combat 

Real Time vs. Tarn Based Combat 35 

Damage 36 


Exf)erienee and Advancement 


Experience Points and Levels 37 

Ranh 37 

Skills 

Weapon Shills 38 

Armor Shills 39 

Magic Shills 40 

Monster Shills 41 

Miscellaneous Shills 42 


IVIagie System 


Spell Boohs 44 

Scrolls and Winds 45 

Potions 45 

Spells 45 

Monster Abilities 65 


Af)f)endiees 


Quieh Reference Sheet: Default Controls 


Trouble Shooting 69 

Customer Suf)f)Ort 73 

Hints an d Tif)S 

Warranty 






VVelcome 

to IVIigkt and IVIagie® VIII: Day ol tke Destroyer™ 

Welcome, and congratulations on your elioiee of tire Miglit and Magic VIII: Day of tlie 
Destroyer game! Tins is a PC Role Playing Game for tlie Windows® 95,98, and NT 4,0 
operating systems, 

TKe world of Enrotli lias fallen out of balance witli tlie rest of tlie cosmos, and as a result, 
tke gateways to tke elemental planes kave been opened on your world, freeing tke forces of Eartk, 
Air, Fire, and Witer to wreak kavoe tkrougkout tke land, Vou must form a party of up to five 
keroes to unite tke kuman and monster races of tke world in time to launek a joint campaign to 
close tke gateways and save Enrotk from planetary extinction. As a novice mercenary kired to 
guard Dark Elven merekant s trade caravan, your first concern will be to escape tke doomed 
Dagger Wiund Islands to tke mainland of vl adame. Next, of course, you 11 need to build up 
enough experience to elicit tke kelp of others in tke greatest adventure tke world has ever seen. 
Allies may be hard to eome by in this continent of divided monster kingdoms and tribes, but 
don t be too surprised to find that your closest allies may eome in tke most monstrous forms, 

Eir amongst tke usual Knigkt s and Clerics you might also find Tolls, Dragons, Dark Elves, 
or any number of other unexpected races willing to follow you to tke ends of tke world— or 
even further. As you build your party, gain experience and build up your arsenal of weapons, 
knowledge, artifacts and spells: you will also find your wits and resolve tested to tkeir limits 
by tke traps and puzzles set by your enemies as well as tke elementals themselves. Good luek, 
and Godspeed young adventurer! 








Introduction: 

Tke Destroyer Cometk 


A mysterious apparition materialized outside tke town of Ravenskore, disturbing tke calm 
breeze of another seemingly uneventful day in vl adame s centerpiece town, Tke comely man of 
undeterminable age who eventually took form strode purposefully toward tke diverse town of 
monster races and kumans (a common mixture on vl adame), Tke fair, kuman appearance of tke 
mysterious stranger in this town of unsightly creatures caused monstrous faces to turn from tkeir 
business and pleasure alike and stare with open hatred at tke seemingly unaffected man, Aske 
passed by a brawling pair of monsters, tke larger of tke two dropped tke smaller to pursue tke 
fair stranger, Suek was tke normal state of affairs in this factional, often belligerent corner of 
tke world— strangers were more often greeted with hatred and suspicion than with hospitality. 
Even so, tke stranger walked amongst them with an aura of calmness that spoke of kis apparent 
lack of awareness of tke peril lurking behind every shadow, Tke monster s savage attack came 
without warning. With kis fierce muzzle of pointed fangs matching kis hideously outstretched 
claws, ke bore down on tke unsuspecting visitor. All watched eagerly for tke expected demise 
of this comely man as tke enraged beast hurled itself at tke man s delicate frame. With tke 
expectation of fresh blood still in tke creature s eyes, it was paralyzed by a nimbus of energy 
that brie flysk immered around tke strange man, Tke stranger walked on, however, unfazed and 
without tke attack or tke rest of tke town around kim, He seemed lost in thought and muttered 
ineomprekensibly to kimself as ke paused and took a few uncertain steps in each direction. 

With a sudden squaring of kis sk oulders, ke turned and headed determinedly back, toward 
tke town square. He now received a respectfully wide berth, and ke moved unmolested through 
tke ekaotie mass of bodies attending— rather strictly now— to tkeir business. In tke center of tke 
town square, ke inscribed a glowing circular line on tke ground around where ke stood. When 
tke circle was complete, tke eartk trembled briefly as an immense crystal monolith grew up out 
of tke circle, engulfing tke mysterious stranger. Several of tke inhabiting monsters approached 
tke crystal, tkeir fear replaced by a dreadful curiosity. As they reached tke crystal- awe inscribed 
on tkeir faces- it shimmered with a resounding, thunderous elap and tke strange monolith sparked 
into blinding illumination, Tke piercing light was accompanied by a spherical explosion of 
energy from tke crystal that hurled monsters away from tke epicenter like rag dolls. 

Seemingly in response to tke explosive pulse from tke mono litk, tke air in tke four corners 
of tke continent of J adame shimmered briefly, Ellowing a moment of dreadful silence, ekaos 





was loosed upon tlie unsuspecting continent. E)ur gateways, one to eaeli of tlie planes: Eartli, 
Air, Fire and W^ter, tlirust tlieir way into tlie world witli eataelysmie force, 

Tkere was a sudden, violent eruption from tke previously ealm and featureless seas near tke 
Dagger Wound Islands as tke gate to tke elemental plane of Eartk burst into vJadame, Searing 
clouds of volcanic ask and molten rock rained down on tke island, destroying tke network of 
bridges tkat connected tke islands to one anotker and to tke mainland, As tke eartk trembled 
and wantonly spewed jagged skards of rock into tke air, tke fortified Lizardmen town of Blood 
Drop was sent into a panicked tkrong of reptilian bodies. 

At tke same time at an opposite corner of iJadame, a great deluge gusked fortk from tke Wkter 
gateway as it emerged into existence, engulfing an entire valley in a tidal wave tkat buried a 
Minotaur lair under a lake of water, Minotaur society was broken by tke aqueous event, leaving 
one of tkeir most important sites forever drowned in a new inland sea. 

In anotker corner of J adame, a vast wall of fire exploded from tke moutk of tke gateway to 
tke elemental plane of Fire, burning tke desert itself for lack of anytking else to consume. Several 
Trolls briefly ran in terror from tke advancing firestorm before tkey were consumed in screams 
of tortured desperation and agony, A wave of fire rolled over tke Tolls and swallowed up most 
of tkeir village. 

Completing tke deadly quartet, tke gateway to tke elemental plane of Air burst into an 
expanding vortex above a vast, ancient forest, tearing out tke age old trees by tkeir immense roots 
and kurling tkem about like tootkpieks. As tke swirling vortex stopped its advance, a solitary, 
crazed Air elemental rusked out of tke gateway. He was joined by otkers, similarly insane, and 
as one, tkey turned to face tke source of tkeir consuming madness, A dreadful, soulless kowl 
eekoed in ekorus tkrougkout tke ancient forest in recognition of tkeir bondage to tke expanding 
energy pulse on tke far korizon, Tkougk tk eir task was ages old, tke elementals kad never gone 
willingly. Slowly, kowever, tkey were mastered, and tkeir madness was set on its destructive 
course, Tkey would eventually arrive at tke crystal on Ravenskore tkey always did. 













A long-forgotten Dark Elven propkeey tells of a cycle to tke universe, an unending circular 
ekain of events in wkiek tke world kas been created, destroyed and recreated at tke wkim of tke 
elemental forces of order and ekaos, AVitkin tke propkeey, tke Day of tke Destroyer passage 
foretells a time wken disunity and upkeaval would prevail in tke world following tke age of 
peace ( Aege of Skefar ): 

A tyme of stryfe and woe skall follow tke Aege of Skefar, and in tkis Aege, all skall fall 
to naugkt as tke gates of ekaos are opened unto Enrotk, And tkis skall be a sygn unto ye — 
wken tke elemental forces of tke Eartk, tke Wind, tke Eyre and tke Water skall freely 
roam your lands, to usker deatk and destruction upon tkeyr wings, ye skall kave entered 
tke fy nale Aege, tke Aege of Purification, Once tkis Aege katk begun, tkere skalt be 
no recourse. For lo tke lords of tke Eartk, tke Wind, tke Eyre and tke W4ter botk givetk 
lyfe unto tkee and stryketk lyfe from tkee. In tymes of stryfe tke cycle of destruction 
cannot be avoided and tkyne only repose skall be deatk. However, in tymes of karmony 
tkose tkat gatker in allyanee skall stand tke possibility of surviving tke purification and 
warding off tke end of tke Aege of Skefar to enjoy a prolonged era ofp eaee. 

Unfortunately, tkose wko forget tkeir kistory are inevitably doomed to repeat it, just as in 
tke propkeeies— an unending cycle of purging and regeneration, Skould any of tke warring 
factions of monster races kave tke presence of mind to solve tke ancient conundrum, disaster could 
possibly be averted. Once, many ages ago, tke Dark Elven propkeey was a part of every race s 
folklore. But, tke Dark Elves are presently preoccupied witk tke strife and woe propkesied 
for tkis age, and tke legends kave long been forgotten and dismissed as old wives tales or pointless 
elven foolishness, Will tkis time around be any different from tke last, or will all of Enrotk 
simply be recycled in anotker incarnation of tke prophetic wheel? Only tke coming days can 
tell tke ultimate outcome, R)r, if truth be known, not all kas been preordained,,. 


I 


- i-V ■ - 


7 






26 N ovember 1172 
M y esteemed U ncleA lystor, 

I regret the necessity of writing to you under these circumstances, I know that 
my leaving without notice must have come as a surprise, F or that I apologize, but 
as I know that what I am doing will not meet with your approval, I felt it necessary 
to leave unnoticed, 

A syou know, in the absence of any major war to fight in, I have been forced 
into the position of a simple mercenary, hiring myself out as a guard, henchman, 
brawler, and occasionally bodyguard, 

I knowyou hatetohear it, U ncle, buti sometimes long for the days of the 
succession wars, A t least back then we were all united in the common scramble 
for the throne, I never had any grand hopes of taking the crown for myself, but 
it at least gave me something to fight for! A nyway, recently I was approached 
at the alehouse by a member of the D ark E Iven M erchants of A Ivar looking for 
mercenaries willing tohireon asguardsfor an importanttradecaravan to D agger 
Wound I sland. Though I knowthatyou arewary oftheA Ivar M erchantsGuild, 
and even moresooftheL izardmen, the price was right; and I couldn't in good 
conscience continue to dwindle your earnings with my lack of prosperity, 

I hope you will understand, U ncle, I couldn't speak with you regarding this 
matter in person as I knew that you would forbid me to go. Thank you for your 
many kindnesses following M other's death, I will never be able to fully repay 
you for all that you have done for me, 

I will write further after my mission is complete,,, I hear tell that there are 
many opportunities for mercenaries in the multi- racial conflicts of the outlying 
regions, P erhapsi will yet know prosperity and bring honor to the family name! 

Good luck in your many business dealings,!] ncle, may fortune shine favorably 
on your house. 
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Getting Started 

Installation 


To install your eot>y of MigKt and Magic VIII: Day of tlie Destroyer onto your liard 
drive, f)lease see tke enclosed Installation Card, or tlie Read Me file on tlie Install CD. 


Beginning Play 


After installation is complete, double-eliek on tlie MM8 icon to launeli tlie game program. 
After tlie initial logo screens, you will arrive at tlie Miglit and Magie VIII: Day of tlie 
Destroyer main menu screen wliere you may select from tlie four main game options. 


IVIain ]V[ 


1 via in ivienu 

New: Tlie New option allows you to start a new game from tlie very beginning. After selecting 
tbis option, you will be taken to tbe Create Character screen where you will select the class, 
skills and abilities of your main character. After selecting the settings for your main character 
press OK to begin the game. 

Load: The Load option allows you to load a previously saved game so that you can continue your 
quest from the last point in the game, which you previously saved. Selecting this option leads 
to the Load Game screen where a list of your previously saved games will be displayed. Single- 
clicking on any of the saved games will show a thumbnail image captured from the adventuring 
window at the moment the game was saved. Below the picture will be a time and date stamp. 

T accept the selected game and begin playing, click the Load button. T return to the Main 
Menu, eliek Cancel. 

Credits: Clicking on the Credits option displays a list of those responsible for bringing you 
the Might and Magic VIII: Day of the Destroyer game. 

Exit: This option closes the program. 
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CKaraeter Creation 

Overview 

Wlien gameplay begins, you will control tbe actions and movements of your main ebaraeter 
(tbe main ebaraeter will be (lart of a grouf) of ebaraeters called a (larty as tbe game (irogresses). 
Eaeb ebaraeter is a unique individual witb different strengths, weaknesses, vocation and skills. 

At tbe start of a new game, you will start at tbe Character Creation screen (below) where 
you may either opt to play tbe default ebaraeter, or you may choose tbe class and eaeb attribute 
for your ebaraeter individually to better suit it to your own personal tastes, ^u start tbe game 
with tbe main ebaraeter, wbieb you will design at this screen; and this will be tbe only ebaraeter 
that may not be exchanged at tbe Adventurer s Inn during tbe course of tbe game. To exit this 
screen back to tbe Main Menu, press tbe Esc key or Cancel button. 


Ckaracter Creation 
Screen 


" Cjrcatc Qiaractcr 



Portrait selection 


Bonus development 
points 


Available skills 
Doll preview 


Clear, OK, and Cancel buttons 


Basie Of)erations 

Ckange ^ur Ckaracter s Portrait, \^iee and Class 

To change tbe appearance of your main ebaraeter, eliek tbe topmost Portrait Selection arrows 
to cycle tbrou gb tb e available ebaraeter portraits. Whatever portrait you choose for a ebaraeter 
will control tbe gender setting automatically as well as determine your ebaraeter class. 

As there will be times in tbe game when your ebaraeter will speak, this selection is purely 
a personal preference for tbe sound quality of your ebaraeter s voice. What does your ebaraeter 
sound like? ^u can make that decision here! To adjust this feature, use tbe arrows at tbe bottom 
of tbe ebaraeter portrait to cycle through tbe available voice selections, Tbe Default button 
reverts to tbe default voice for tbe current ebaraeter portrait. 
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Choosing your ebaraeter s class is perhaps tbe most important choice to make in tbe Character 
Creation screen. Here, you will decide between tbe seven classes available for your main 
ebaraeter. As tbe class that you choose directly affects many of tbe abilities, strengths, and 
weaknesses of your ebaraeter, you must take eare to choose tbe class that you feel best suits bow 
you picture your leading ebaraeter, 

Tbe seven classes available for your main ebaraeter in tbe Might and Magie VIII: Day of 
tbe Destroyer game are: Neeromaneer, Knight, Cleric, Dark Elf, Toll, \4mpire and Minotaur, 
In addition to these seven classes. Dragons may join your party later— this class cannot be selected 
as tbe mam ckaracter. 

As your ebaraeters gain experience, expertise and skill, they may eaeb eventually be promoted 
to a higher rank within tbeir class. When this happens, tbe promoted ebaraeter will be able to 
learn skills that before were unavailable to its ebaraeter class as well as gaining bit and spell 
points at higher increments as it gains in experience based levels, 

Neeromaneer: Tbe Neeromaneer, a magician who has succumbed to tbe temptations of tbe dark 
arts, IS tbe Dark magie specialist and a master of undead. Though Necromancers have no special 
abilities to speak of, and are limited in choice of weapons and armor, they alone wield tbe full 
power of Dark magie. Additionally they re tbe class best at easting tbe elemental magics of 
Earth, Witer, Air and Fire, Tbe Neeromaneer is tbe closest thing to tbe pure spell caster on 
tbe continent of vl adame. 

Lie b(N eeromaneer promotion): In tbe promotional ritual that attunes a Neeromaneer more fully 
to tbe Dark arts, tbe ebaraeter is transformed into a Lieb— a powerful form of undead, In exchange 
for tbeir natural bodies, Liebes gain access to tbe highest level spells and magical abilities, 

Clerie: Clerics are adventuring spell easting holy men. Before they leave tbe sanctity of tbeir 
orders. Clerics learn basic fighting skills and a smattering of useful healing spells, Tbe Cleric 
class IS tbe one best at easting Spirit, Body and Mind magie, and is tbe only class capable of using 
tbe extremely powerful Light magie. They are fair fighters, but are limited to tbe lighter armors 
and ean only melee with blunt weapons. 

Priest of tbe Sun (Cl erie promotion): When Clerics are promoted to Priest of tbe Sun status 
tbeir heightened piety allows them to wield tbe most powerful magics of Spirit, Body, Mind 
and Light, 

Knight: K ni gbts are human men and women of arms. They specialize in martial skills, and 
ean become proficient in all weapons and armor, They are only second to tbe Troll class in 


s 







r terms of pkysieal tougliness. On tlie other hand, Knight s are incapable of learning any of the 
magical arts. 

Champion (Knight promotion): Champions are Knights who have gained promotion through 
experience and the completion of hnightly quests. Champions are able to Grandmaster in plate, 
shield and many weapon and other martial shills. 

Troll: Tolls are brute fighters of exceptional endurance and are the most physically tough of 
all the classes. Not only do they start with and gain the most hit points per level, but they are 
also the best at the regeneration shill. Tolls can use all weapons (though they tend to prefer 
maees and other blunt instruments, where they can eventually gain grandmastery). Additionally, 
they are limited to light armors (they can also achieve grandmastery in leather) and have no 
spell easting abilities. 

War Troll (Toll promotion): Those Tolls that survive through many battles can be promoted 
to the ranh of War Toll. Now allowed to reach Grandmaster ranh in regeneration and other 
martial shills, the War Toll can train to change from being a formidable opponent into something 
truly mi ghty. 

Minotaur: The race of Minotaurs has descended from creatures created as magically attuned 
guardians. Lihe the Toll, the Minotaur is a powerful melee combatant, but without the Troll s 
extraordinary stamina. Though the Minotaur cannot match the Toll s endurance, he can 
certainly mahe up for that laeh with strength, cunning, and a limited ability to use magic (Body, 
Spirit, and Mind). Th ough all weapons are available to them, Minotaurs specialize in using 
spears, blunt weapons, and, of course, axes. Also, they can use any armor but helmets and shields. 

Minotaur Lord (Minotaur promotion): On ly th ose Minotaurs who have exhibited extreme 
valor are promoted to the rank of Minotaur Lord. At this level, Minotaurs can gam grandmastery 
in the axe and perception shills. 

Dark Elf: Dark Elves are a race of Elves who chose, long ago, to follow the dark paths of 
enlightenment, ability and magic. Today this race is half warrior and half wizard; capable 
swordsmen and exceptional archers, they also have special magical abilities exclusive to their race 
and are capable elemental magic users. Dark Elves also exeel at the Disarm Taps and Merchant 
skills. Though they have studied the dark elements for centuries. Dark Elves cannot learn 
Dark magic. Nor can they wield spears or axes. Dark Elves are limited to chain armor. 

Patriarch (Dark Elf promotion): Dark Elves who pass certain tests become members of the 
races higher order, achieving the rank of Patriarch. Patriarchs ean become warrior mages of 
extreme power. 





Vampire: Ew choose to become \4mpires, but those that do soon revel in the new powers granted 
them by their new form. In addition to their racial abilities, \4mpires ean also become powerful 
casters of Body, Mind and Spirit magie, and ean gain great skill with bladed weapons. On the 
downside, they are limited in their choice of weapons and armor, and suffer certain specific 


Ckange ^ur Ckaraeter s Name 


If you wish to change your character s name, clicking on the existing name will supply e 
cursor in the name box. Simply backspace to erase the existing name, and type in whatever 
name you wish your character to have. 


G ive ^ur Ckaraeter Skills 


^ur character will begin with four starting skills (you will have the opportunity to learn 
more during your travels). Two of the four skills are predetermined depending on the class you 
choose for your character. The two remaining skills may be selected according to the skills 
available to your character s chosen class (see the following Skill Tble for availabili ty). To select 
a skill, eliek on it in the available skills list and it will be added to your character s chosen ski 11s. 
T remove a chosen skill, click on it in your character s skill list and it will be removed. Tou 
may not remove the two predetermined skills set by your character s class, and not all skills are 
available to every class type. (For an explanation of each skill, see the section entitled Skills.) 




penalties for being undead. 

Nosferatu (\hmpire promotion): Nosferatu, the higher level Vimpires, gain the strength to 
east all but the highest levels of Mind, Spirit, and Body magie. With practice, Nosferatu ean 
learn to transform into mist. They ean also Grandmaster in the dagger skill. 

Dragon (not available as a starting character): The Dragon is the king of beasts. Dragons have 
the capacity to breathe fire, fight in melee with their huge claws and fangs, breathe a devastating 
breath weapon, fly, and repel even the sharpest weapons with their scales. Though Dragons don t 
use armor or weapons, if one joins your party you won t miss the laeh of man-made combat materials! 

Great Wyrm (Dragon promotion): Because of the enmity between Dragons and much of the 
rest of the weapon-wielding world, very few dragons live long enough to become Great Wyrms. 
Those that do, however, are the largest and wisest of their kind. Legends tell of entire armies 
that have fallen before the might of a single Great Wyrm. 
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Adjust ^ur Ckaraeter Attributes 
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Ckaraeter attributes fill out tke rest of wko your ekaraeter is. From a pool of fifteen bonus 
attribute points, you may adjust tke attributes of your ekaraeter for tkeir partieular strengtks 
and weaknesses of pkysieal and mental prowess, personality and luek (see tke following seetion 
for a full list and deseriptions of attribute effeets). To ekange an attribute, eliek on tke desired 
trait and tken raise or lower its value by elieking tke + and — buttons to eitker side of it. By 
lowering a pre-set value, a point is added to your pool of available points to distribute to otker 
attributes. 

Finisk 

Wken you kave finisked designing your ekaraeter to your satisfaetion, eliek on tke OK 
button to aeeept your ekaraeter settings and begin tke game. Onee you eliek OK, no furtker 
ekanges may be made to your main ekaraeter s starting statisties. 

Att ributes and Tkeir Effeets 

IVIigkt 

Migkt IS a measure of kow pkysieally powerful a ekaraeter is— kow strong tkey are, A 
ekaraeter witk a kigk Migkt attribute will do more damage in pkysieal eombat tkan a ekaraeter 
witk a low Migkt attribute, B eeause tke attribute affeets pkysieal strengtk, it only affeets damage 
inflieted witk melee weapons (suek as sword, axe, spear, ete,), Tkere IS no damage bonus to ranged 
weapons sinee tke impaet of suek weapons is dependent not on a ekaraeter s pkysieal strengtk, 
but on tke apparatus wkiek fires tke projeetile. 

Intellect 

As Migkt refers to tke measure of pkysieal power, Intelleet refers to your ekaraeters mental 
powers— kow smart tkey are, Tkis attribute will affeet your ekaraeters problem solving abilities 
and tkeir understanding of simple to abstraet eoneepts. Also, as Intelleet determines tke maximum 
spell points for Neeromaneers and Dark Elves, tkese ekaraeters (witk a kigk Intelleet) will be 
able to east more spells before running out of spell points, as well as be able to figure out more 
eomplex and abstraet problems tkan a ekaraeter witk a low Intelleet. 
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Personality 

Personality measures your ekaraeters personal resolve. Tke Personality attribute refleets ■, 


ekaraeter s wi lip ower, Willp ower IS tke foree wkiek energizes tke Spirit, Mind and Body spells 
east by Cleries, \^mpires and Minotaurs. Tke Personality attribute determines tke maximum 
spell points for ekaraeters of tkese elasses. 


End 


uranee 


Accuracy 

Tke Aeeuraey attribute refleets a ekaraeter s kand/ eye eoordination, A kigk Aeeuraey 
attribute will give your ekaraeter a better ekanee of kitting an enemy witk botk melee and 
ranged weapons in eombat. 


Sf>ccd 


Tke Speed attribute is a measure of tke overall quiekness of your ekaraeter— kow fast tkey 
move, reaet, reeover, ete, A ekaraeter witk a kigk Speed attribute will be able to eomplete more 
aetions in a shorter amount of time tkan a ekaraeter witk a slower Speed attribute. In regard 
to eombat, tkis means tkat tke ekaraeter witk a kigker Speed will be able to attaek more times 
and reaet more quiekly to eounter tke attaeks of enemies tkan a slower ekaraeter, A kigk Speed 
also makes your ekaraeter harder to kit, wkiek is refleeted as a bonus to your ekaraeter s Armor 
Class. (A rmor Class is a measure of kow diffieult it is for a monster to kit a ekaraeter: tke 
kigker tke Armor Class, tke better tke ekanee of avoiding an attaek,) 


Luck 

Perhaps tke most underrated of tke attributes, Luek has a subtle effeet on many aetions tkat 
ekaraeters perform. In general, your ekaraeter is just lueky! Any situation tkat relies on ekanee 
as its outeome is more likely to eome out in favor of tke ekaraeter with kigker Luek, More 
speeifieally, its most visible effeets apply to your ekaraeter s resistanee to magieal attaeks, and 
damage taken from surprise attaeks and traps. In all three eases, tke ekaraeter with a kigk Luek 
attribute will most likely take less damage tkan tke ekaraeter with a low Luek attribute. 


End uranee is another pkysieal attribute. Playing tke eounterpart to tke Might attribute, 
Enduranee measures kow tough your ekaraeter is. Ckaraeters with a kigk Enduranee get a kit 
point bonus— meaning tkat if a normal ekaraeter reeeived 5 kit points, a ekaraeter with a kigk 
Enduranee might get as many as 8 (see tke eombat seetion for an explanation of kit points). 
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Af)f)lieation of Skills 


Tke class you liave eliosen for your eliaraeter affects tlie skills tkat your ekaraeter is eafiakle 
of learning, as well as tke level of expertise of tkose skills. As your ekaraeter gains experience 
(see tke takle of promotions), it will learn to perfect tke skills tkat it is eapakle of learning up to 
tke kigkest capacity available to tke class you kave ekosen. In tke following takle, eaek skill is 
listed witk reference to tke classes it is available to. Witkin eaek eross-referenee, you will find 
a letter denoting tke level of expertise available according to tke legend below: 



IVIagie Skills 


Skill Table Legend 


N 

Ckaraeters of tkis class and rank can learn tke 

skill up to a Normal level of expertise. 

E 

Tke skill can be learned up to Expert level. 


M 

Tke skill can be learned up to Master level. 


GM 

Tke skill can be learned up to Grandmaster level (tke kigkest level of expertise). 






IVIiseellaneous Skills 







4 . 
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" Class: Sf)ell and Hit Points 


A eKaraeter s class affects liow many liit ()Oints and st)cll points it will liave at tlie beginning 
oftbe game, as well as bow many of eaeb tbey will gain as tbey accrue experience and rise in levels. 
A bit point IS a basic life unit for your ebaraeter, therefore, bit points indicate bow mueb damage 
your ebaraeter can sustain before falling unconscious or dying. A ebaraeter is unconscious at 
0 bit points or less, and dies wben bit points reach - 1 0. All bit points are restored after 8 hours 
of uninterrupted rest. Similarly, spell points are the units of magic available to your ebaraeter. 
Eaeb spell takes a certain number of spell points to east; so if you have fewer spell points than a 
spell requires, you can t east that particular spell. If your ebaraeter has zero spell points, the 
ebaraeter will no longer be able to east any spells until the ebaraeter gains back some spell points 
(you cannot have negative spell points). Eight hours of uninterrupted rest will also restore all 
spell points. A ebaraeter s rank within its class will also affect the number of points gained per 
level (as shown in the table below). Remember that starting values fluctuate depending on bonus 
points for Endurance, Intellect and Personality. 


Starting \alues 


Class 

Hit 

Points 

Spell 

Points 

Knigkt 

35 

0 

Cleric 

30 

15 

Necromancer 

20 

25 

Dark Elf 

25 

10 

Minotaur 

30 

5 

Troll 

45 

0 

\4mpire 

30 

10 

Dragon 

40 

10 


Hit Points Per Level 
First 

Base Promotion 

~5 8 


Spell Points Per Level 
First 

Base Promotion 

~0 0 






Starting Attributes 



As IS the ease with basic skills, class also affects the starting levels of your ebaraeter s 
attributes, as well as bow high (or low). Eaeb attribute may be set using your fifteen attribute 
bonus points. Additionally as seen below, an attribute that would be uncommon to a particular 
class (such as Intellect in a Minotaur) will cost twice as many bonus points to raise whereas an 
attribute that is highly common to a class (such as Might to a Minotaur) will cost half as mueb 
to raise the level (i.e. 1 bonus point raises the level by 2). 


Dark Elf 


Minotaur 


Dragon 


Level 

Migkt 

Endurance 

Intellect 

Personality 

Accuracy 

Speed 

Luck 

Minimum 

9 

9 

9 

9 

9 

9 

9 

Starting 

11 

11 

11 

11 

11 

11 

11 

Maximum 

25 

25 

25 

25 

25 

25 

25 

Minimum 

9 

9 

9 

9 

9 

9 

9 

Starting 

11 

11 

11 

11 

11 

11 

11 

Maximum 

25 

25 

25 

25 

25 

25 

25 

Minimum 

9 

9 

9 

9 

9 

9 

9 

Starting 

11 

11 

11 

11 

11 

11 

11 

Maximum 

25 

25 

25 

25 

25 

25 

25 

Minimum 

9 

5 

9 

9 

12 

9 

9 

Starting 

11 

7* 

11 

11 

14** 

11 

11 

Maximum 

25 

20 

25 

25 

30 

25 

25 

Minimum 

12 

9 

5 

9 

9 

9 

9 

Starting 

14** 

11 

T 

11 

11 

11 

11 

Maximum 

30 

25 

20 

25 

25 

25 

25 

Minimum 

12 

12 

5 

5 

9 

9 

9 

Starting 

14** 

14** 

7* 

7* 

11 

11 

11 

Maximum 

35 

35 

15 

15 

25 

25 

25 

Minimum 

9 

9 

9 

9 

9 

9 

9 

Starting 

11 

11 

11 

11 

11 

11 

11 

Maximum 

30 

30 

30 

30 

30 

30 

30 

Minimum 

N/A 

N/A 

N/A 

N/A 

N/A 

N/A 

N/A 

Starting 

N/A 

N/A 

N/A 

N/A 

N/A 

N/A 

N/A 

Maximum 

N/A 

N/A 

N/A 

N/A 

N/A 

N/A 

N/A 


Costs 2 points to increase tke stat 1 point ** Costs 1 point to increase tke stat 2 points 






Starting Resistance 


In addition to skills, attributes, bit (loints, and sfiell (loints, eaeb character class also bas a 
unique set of resistance qualities. These qualities reflect the natural abilities of eaeb class to 
resist the ill affects of magie. For example, if your character is a \bmpire, it will be completely 
immune to Mind magic. In this ease, your character s resistance nullifies any affects of a Mind 
magic spell used against it. Though this resistance is unique to \ampires, each class has its 
own special resistances. 



]Vlenus and Game Screens 

Adventure Screen: IVIain View 

Once you have finished creating your character, you are ready to start adventuring! After 
an opening einematie, you will enter gameplay mode in which you will have the ability to move 
about freely. Almost all gameplay takes place on the Adventure screen. The main view (pictured 
on page 21) consists of your view of the surrounding world, your characters portraits, and a 
panel of features. The main part of this view is the window through which you will view the 
world around you. In this window, you will see people moving about, enemies approaching to 
attack you, items lying on the ground or elsewhere, as well as the surrounding countryside you 11 
even see clouds moving across the sky, ^u will see everything as it is actually occurring in the 
game. This is what is meant by real-time; time passes in the world around you regardless of 
whether or not you choose to interact with it. To move around in the world, use the arrow keys 
on your keyboard, T look around without moving, use the new mouse-control feature by holding 
down the ri ght mouse button and moving the mouse pointer in whatever direction (from center 
screen) you wish to look. As you move through new territory, your progress is automatically 


20 







mapped out. On the Automap, you can view your progress as well as your party s location 
an arrow pointing in the direction the party is travelling/faeing). 


mar 


Adventure S< 


Spell Book button and Protective 
Party Spells 


Combat Spell 
Icons 


Options 
Quick Ref 
Rest Screen 


Compass 


Books 


Adventure Window 


Zoom In 


Automap 
Zoom Out 


Empty Party Slots 
Character Portrait 


Ckaraeter Portraits: "Yc 


These pictures are the portraits of your party members (ranging from 1 up to as many as 5), 
While they are all travelling together, they perform certain actions such as travelling, eating. 



Cbaracter Portraits 


Selector ring 

Health & Mana Bars 
PC active spell icon 
Ready 


sleeping, entering and exiting dungeons and towns and 
facing enemies as a group. Other actions, such as swing- 
ing a sword, opening a door, talking to a stranger or 
easting a spell are performed individually. Individual 
actions are performed by the active character, which 
IS denoted by a highlight around that character s por- 
trait, The active character is important, since it will 



Earth Resistance 
Mind Resistance 
Shield 

Body Resistance 
Haste 



Active Shell Icon 


Stone Skin ■” 
Protection from Magic 
Detect Life 


Feather 


Day of the Gods 
Torch Light 
Wizard Eye 


be that character s skills and abilities 
which will be applied to any action 
performed. Therefore, it is impor- 


tant to remember to select your active 
character before performing a task. 


because some can do a job better than 
others. Select the active character 
by clicking on its portrait. 

Some actions, like the easting of 
spells or attacking, cause a character 
to take a moment to recover, This IS 
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denoted by tbe character s ready light, which goes dark while the character recovers. The 
ready light al so indicates the nearness of hostile creatures. When the light is green, none are 
nearby; when it is yellow, there are enemies nearby: and when the light IS red, the enemies are 
within melee range, and probably attaching. 

The blue bar to tbe rigbt of eaeb f)ortrait indicates bow many st>ell t>oints eaeb ebaraeter 
bas left. The green bar (alongside the blue bar) does the same for hit points. Right-elieh on 
a portrait to show summary information for the character. Double-eliehing on a character s 
portrait accesses its Character Screens as described in the next section. 


Character Info Screens 


Information about each of your characters is displayed on four Character Screens: Stats, 
Shills, Inventory and Awards. T display a character s screens, double-elieh on its portrait, ^u 
can switch between character screens by eliehing on different character portraits from within 
the character info screen. When you re through with the Character Screens, hit the Ese hey 
or press the Exit button to return to the Adventure screen. If you want to dismiss a character 
from your party, double-elieh on the Dismiss button. Dismissed characters return to the 
Adventurer s Inn and will wait there in ease you want to hire them again. 


Stats S 


ereen 


This dis plays a character s personal statistics. AVhere two numbers on either side of a slash 
are shown for the given statistic, the first number is its current value (as affected by damage, 
spells or other effects) and the second is its current maximum value. Er example, HitPoints 
20/30" would mean that the character eurren tlyh as 20 hit points out of 30 possible. 

Damage is usually shown as a range. Damage 1 1-18 would be interpreted as this weapon 
will do between 1 1 and 18 points of damage when it hits in combat. A character s Attach 
Bonus and Shoot Bonus affects its chance to hit with hand-to-hand (melee) and ranged attacks. 

Right-el leh on a statistic to display information about its effect on gameplay. 


Skills Screen 


•ftTw 
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Shills acquired by characters are displayed on their shill screens listed by name, expertise and 
level. AVhen characters advance levels, they gain shill points to spend, thereby increasing their 
existing shill levels. T advance a shill to the next level, elieh on it. As shill levels go up, more 
points must be spent for each increase. Right-elieh on a shill listing to display descriptive text. 
It takes number of shill points equal to the next level in sh ill to raise the shill to the next level. 











a 


Inventory Screen 


When your character buys or picks up an item, it ends up in their inventory. Items in loose 
inventory are things a character is carrying but not using. Items may be looked at by ri ght -clicking 
on them. If the item has been identified by either a shopkeeper or a character with the Identify 
Items shill, descriptive information about the item will be displayed. Click on an item to pick it 
up. Picked up items stick to the mouse cursor and follow it around. Drop the item by clicking 
again where you want it to go. 

The character is displayed on the ri ght, outfitted with the items it is using. T equip a 
character with an item, pick it up out of the loose inventory and drop it on the character s full- 
figure image. Characters may only use items that they have the shill to use, and with the exception 
of rings, may only use one of each type of item at a time. Click the Accessory Detail toggle to 
display a character s equipped rings, gauntlets and amulet. 

T have the active character give an item to another character, pick up the item and click the 
item on the receiving character s portrait. T drop an item on the ground: select it, hit the Ese 
hey to return to the Adventure screen, then drop the item into the main view. To use an item 
like a scroll, learning booh, or potion: right-elieh it over a character s portrait or left-elieh it 
over the character s full-figure image. 

Awards Screen 

As eliaraeters aeeomt)lisli deeds or win ranks or otker awards, tkey are listed in tke award 
screen, These can include the simple event of delivering goods to the correct person or the 
highly prized gaining of a promotion. All awards are displayed in this section. 

Adding Party Members 

Whereas in the Might and Magic VI and VII games, you could hire random wandering 
NPC s as followers, in the Might and Magie VIII: Day of the Destroyer game, party members 
must either offer to join your party in the world, or you may hire some party members at the 
Adventurer s Inn. AVhiehever method is used, party members ean be switched out at the 
Adventurer s Inn, allowing you to adapt your party as you gain acquaintances and possible 
party members. Each time you meet another character that becomes eligible as a party member 
that character s name will be added to the roster at the Adventurer s Inn. Whenever you enter 
the Adventurer s Inn, you ean switch out current members of your party with those characters 
appearing on the roster (all except for the starting character). 
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food, Gold, and Comf)ass 


At tKe top of tke Adventure W indow, tliere is a bar of icons. In tbe very center, you will 
see tbe compass. Tbis tells you in wbieb direction your party is presently beaded. To tbe left 
of tbe compass is a display of tbe quantities of tbe food and gold tbe party bas. 


Buttons 



These are tbe buttons spanning tbe top ri gbt side of tbe Adventure W indow. 

Spell B oob: Tbis button appears as a large skull icon in tbe top ri gbt corner and accesses tbe 
spell book of tbe active ebaraeter. Additionally, tbis icon will display an eye- ball in tbe skull’s 
eye socket wben tbe Wizard Eye spell is active. You may also rigbt click on tbis icon (or tbe 
figure in tbe top left corner) to display a summary of tbe active party spells. 

Game Options: Tbis button appears as a key, and accesses tbe Game Options Menu. 

Quick Reference: Tbis button appears as a magnifying glass, and displays a summary of 
ebaraeter and party information. 

Rest: Tbis button appears as a pavilion (tent) and accesses tbe Rest menu. 

Reference Scrolls: Tbis button appears as a scroll and accesses tbe party s library of reference 
scrolls and notes. 


Sf)ell Book 



il/ach member oi the f>arty caf)able oi 
easting spells bas a spell book in wbieb 
are contained tbe spells tbat ebaraeter bas 
learned. After selecting tbe ebaraeter 
whose spells you wish to view as active, 
click on tbe Spell Book button to access 
tbat ebaraeter s spell book. T exit tbe 
spell book, click on tbe Exit button at tbe 
bottom left corner of tbe screen (tbe door 
icon). (For more information on tbe Spell 
Book and its features and contents, see 
Spell Books in tbe magic system section.) 


24 


ame 


Of)ti 


ions 


Rom tbe Game Options menu, you will be able to select from tbe options described below to 
save and load games, as well as customize your copy of tbe Might and Magic VIII: IDay of tbe 
E)estroyer game. While this menu is open, tbe game is paused and time in J adame stands still. 

New Grame 

Click this button to start a new game from tbe Character Creation screen. If you have not 
saved your current game, all progress since your last save will be lost. 

Save Grame 

Click this button to display tbe Save Game Dialog, lb save a game, click in tbe save game 
slot you want to save in, type a name for your saved game, and press tbe Save button. If you click 
on a previously saved game s slot, a thumbnail picture will appear showing you where and wben 
tbat game was saved. 

Load Grame 

The Load Game Dialog looks very similar to tbe Save Game Dialog, lb load a previously 
saved game, eboose it from tbe list, then click tbe Load button. If you have not saved your current 
game, all progress since your last save will be lost. 

Controls 

Op en tbe System Options menu to set game display and sound playback options. 

Config ure Keyb oard: This feature allows you to re-define tbe controls of Might and Magie 
VIII. Tbis IS especially helpful for laptop keyboard layouts, wbieb often vary from standard 
keyboards. 

V ideo Opt ions: This option is used for adjusting tbe game s brightness setting, tinting, colored 
lights, and level of gory detail. Tbe Gamma Preview button allows you to view your changes 
before returning to tbe Adventure screen. 

Turn Rate: This controls bow fast your party spins wben you press tbe left and right arrow 
keys. 16x is tbe fastest speed, and Smooth is tbe slowest. 

W alksound: This ebeekbox selection toggles on and off tbe footstep sound you bear wben 
your party walks forward. 


Always Run: Party always runs instead of walking. Pressing tbe Shift key while in Always 
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Run mode will make your party walk (tke opposite funetion from normal mode). 

Flip on Exit: Party will always turn around upon exiting a building. 

Sbow Hits: Normally during combat, a blow-by-blow account of damage given and received 
appears in tbe Adventure screen text bar. Tbis button toggles tbat feature on and off 

Sound, Musie and Cbaraeter V oiee V olume: These three controls set the playback volume 
for sound effects, background music, and your characters speaking voices. Click inside the 
volume ramp boxes or on the control arrows to change the settings. 

Quit 

Ends the game and sends you back to the Startup Menu. If you have not saved your current 
game, all progress since your last save will be lost. 

Return 

Closes the Game Options Menu and returns to the Adventure screen. 


Rest and Camf) Screen 


^ur characters will need to sleep occasionally. They ean remain awake a long time, but 
they will become weakened from fatigue after a day or so. T avoid this, you should have them 
sleep for 8 hours, once a day. Sleep also restores the party s lost spell and hit points. T have 
your party set up camp, click the Rest button on the Adventure screen, and then click the Rest 
and Heal 8 Hours button on the menu that appears. Camping uses up 1 unit of food on grass 
terrain. Harsher terrains use more food units. 

Be sure to have your party camp in as safe a location as possible. Many creatures have no 
qualms against attacking your party while they lie helpless, ^four characters are aware of this 
and will refuse to eamp when there are hostile creatures near by. 

Sometimes your party will have to wait at a location with nothing better to do than kill 
time. T skip game time ahead, click the Rest button and then choose from the wait without 
healing options for the duration desired (5 minutes, 1 hour, or until dawn). 


Ref( 


xveierenee oeroiis 

The party carries scrolls containing various travel notes, and as you explore vJ adame, your 
party will automatically record useful information in these scrolls. T open a scroll, click on 
its corresponding button from the Reference Scroll menu. T turn a page, eliek the next and 








I Bma Bre^nsh Onefang’s ponal crystal to 
Fredrtck Talimer«, 


previous page buttons at the top ri ght R eference Scroll 

corner 

Automap (Globe Icon): This scroll ^ pi 

k f T 1 ,1 Del'uer Oadeross' Letter to Elgar Fellmoon at 

OWS you a maf) OI J adame centered on ■ the Merchant House n Pavenshore 

your current location. The map will H Tatmere ® 

only display those regions that you have l| 

already explored and will be updated B I 

automatically as you continue exploring I 

new regions. Use the tabs to zoom in and I BB^B 

zoom out from your current location. B 

■ I ' 

Quests (Dagger Icon): Each quest you B : . t _ j. . . ,i 

undertake is recorded here. All quests 
remain on this scroll until they are completed. 

History (Hourglass Icon): This scroll is a chronological journal of the party s travels. 

Notes (Parchment and Quill Icon): Qn these scrolls, the party records any potion-mixing 
discoveries, the effects of drinking from town fountains and clues about the secret to closing the 
gateways to the elemental plains. This set of scrolls also has a section dedicated to miscellaneous 
events that don t fit into other categories, as well as recording important conversations. 

Different sections are accessed by clicking on their corresponding button: 

Potions (Potion Bottle Icon): This scroll contains the record of potion mixtures your party 
has experimented with and learned. 

Fountains (Euntain Icon): This scroll contains the record of town wells and fountains with 
extraordinary properties. 

Qbelisks (Qbelisk I eon): This scroll contains the record of different obelisks you encounter 
during your travels. Qbelisks will reveal some of the secrets that are vital to your quest; these 
secrets ean be accessed only when you encounter these strange monoliths, so keep a vigilant eye out. 

Seers (C owled Figu re Icon): This scroll contains the record of fortunes revealed to your party 
by seers. 

Miscellaneous (Teasure Chest Icon): This scroll contains useful information not found on other 
scrolls. Such things as the properties of different colored liquids are recorded on this scroll. 

Teachers (C rossed Axe and Sword Icon): This scroll contains a record of the locations of 
teachers which your party has either found, or has learned about from other teachers. Taehers 
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i P are of four levels, tliose wlio ean teaeli a basic skill (generally shopkeepers), and those who can 
■ raise your skill level to Expert, Master, or Grandmaster, 


ExJ)loration 

IVIovement and Interaction 


Keyb oarJ Key 
Uf) Arrow (mouse uj)) 

Down Arrow (mouse down) 
Left Arrow (mouse le ft) 

RigKt Arrow (mouse rigKt) 
SKift Key (+ movement key) 

Ctrl Key (+ movement key) 

XKey 

PgDn Key 
Delete Key 
End Key 

(Higkligkt witk mouse J)Ointer 
at Game Oj)tions Screen) 


Function 

Nlovement 

Nlovement 

Nlovement 

Nlovement 

Movement Modifier for all 
movement keys 

Movement Modifier for Left 
and RigKt A rrow 
M^ovement 
View/No Movement 
View/No Mtavement 
View/No Movement 
"Always Run" modifier 


Result 

Walk Forward | 

Walk Back wards I 

Turn Left 
Turn Rigkt 

Run/Quickly J)erform movement 
function 

Strafe (move sideways wKile facing 

forward). 

vJum{) 

Look U{) 

Look Down 

Look Ah ead I 

Quickly {)erform all movement 
functions 


Ground IVIovement 

Most of your party s travel will take place on the ground. This ean be in the form of walking 
or riding any ground movement will follow the movement guide below. 

Be aware, during your travels, that there are dangers beyond the enemies lurking in the 
shadows. Cliffs and pits ean result in dangerously long falls from which your whole party 
will likely sustain massive damage. Running jumps ean help you across small pits and ledges, 
and careful movement ean help you elimb up and down steep (non-vertieal) hills safely. Nothing 
short of a highly powerful spell, however, ean save you once you step off a cliff into thin air. 


I Tl 
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Flying 


The high level Air magic spell. Fly, as well as the Dragon Flight ability ean temporarily 
grant your party the power of flight, ^fou still use the basic movement functions as used on the 
ground, but with the addition of being able to ascend and descend. 

It IS advisable to exercise caution when using flight; as when the spell wears off your party 
will, once again, be subject to all the laws of gravity in all of their unforgiving splendor, If you 
have not landed safely upon the ground before the duration of the spell ends, you will tumble 
to the ground and sustain damage dependent on the distance of the fall. 


KeytoarJ Key 

Function 

Result 

PgUj) Key 

Fligkt Movement 

Ascend 

Insert Key 

Fligkt Movement 

Descend 

Home Key 

Fligkt Movement 

Land Quickly 


Travelling Long Distances 

Each outdoor game map represents a sizable square section of vl adame, This means that if 
you need to travel across several adjacent maps, you will be travelling for a considerable amount 
of time (it takes more than a day to walk from one edge of a map to the other). Keeping this in 
mind, you would do well to think about the amount of food that must be consumed by your party 
over the projected duration of travel ( 1 unit per day). If you start your journey with insufficient 
food, you will find the members of your party in a weakened condition upon arrival at your 
destination this could prove dangerous should enemies attack while you are not at full strength! 

In addition to packing enough food for your journey, also keep in mind that you ean travel 
over long distances by both boat and stage eoaeh, thus cutting down on your travel time. 


Dealing witk Objects 


Loose Items 

Often times during your travels, you will see useful items such as bits of armor, weapons 
and equipment, or even potion ingredients and scrolls just littering the ground or otherwise 
unprotected. These loose items are free for the taking. To pick them up, simply click on them 
and they will be automatically added to the active character s inventory. To view the item before 
placing it in your inventory, right-eliek on it; and if the active character has the Identify Item 
skill, it will automatically attempt to use this skill to determine what the item is and how it 
mi ght be useful. 










' - v/ontamers 

Larger items sueK as treasure eliests, crates and drawers can frequently be opened wben tbey 
~f are encountered. Tkey are also, liowever, frequently booby trapped, so before clicking on tbem 

to bave tbe active ebaraeter attempt to open it, you may find it prudent to bave a ebaraeter witb 
tbe Disarm Trap skill do tbe opening. If a trap is triggered, ebaraeters witb tbe Perception skill 
may avoid some or all of tbe damage, as may those witb tbe Luek attribute. Once a container is 
successfully opened, anything inside is yours. Tbe enclosed items will be displayed and you 
I may take wbiebever ones you want by clicking on tbem, as you would lose items (tbe same rules 

P apply to viewing tbe items as well). 

Dead Bodies 

As there is an ongoing state of destruction, ebaos and war on J adame, you will doubtless 
find a few corpses lying about unattended. Kar not, brave adventurer, whatever items that corpse 
may be in possession of are as good as yours! To search a dead body, click on it; if anything of 
value IS found, it will be displayed for your perusal. After a dead body has been searched, it 
conveniently disappears, having fulfilled its last obligation to tbe living. 

^ Buttons and Switekes 

Regardless of where you travel in Jadame, you will never find a shortage of buttons, switches, 
levers, and other triggering apparati. To operate a switch , click on it, tbe game will do tbe rest. 

- V Fountains 

I ' If you happen to find a fountain, you can bave tbe active ebaraeter take a drink from it by 

-* _ ' moving up to tbe fountain and clicking on tbe water s surface. 



Doors 

Dungeon Entrances 




To enter a cave, fortress, dungeon, or any other form of evil lair, click on tbe entryway through 
which you intend to pass, ^u will be asked about tbe certainty of your decision. An affirmative 
answer will escort your party into tbe lair, whereas a negative answer will leave your party 
remaining safely outside. 
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Interior Doors 


A dungeon just wouldn t be a dungeon without some creepy doors placed strategically 
throughout to impede travel, sight, and to conceal dangerous foes. Clicking on a closed door 
causes tbe active ebaraeter to attempt to open it. Some doors will be locked, requiring you to 
find a key or switch to open tbem. Others may require you to puzzle out tbe means to operate 
their locking mechanism. 


Town Doors 

Doors inside a town are generally safe. These usually represent tbe entrances to shops, 
taverns, bouses, and other small buildings that can be entered by your party. Opening these 
doors simply requires that you click on tbem. If a door in town is locked, it is probably because 
tbe occupant wants to be left alone or tbe shop is closed. Opening a door in town starts off a 
transaction with tbe occupant. (See Towns for more information). 


Otker Objects 


The land of vl adame is full of strange races of monsters. This will doubtless bring many 
strange objects into your path as you travel about. Many of tbe objects you will find will be 
profitable to you if you are able to determine their uses. As a general rule for objects, they are 
operated, activated, picked up, or searched by simply clicking on tbem. 


Interaction wi tk NPCs (N on-Player Ckaraeters) 


As will also be inevitable in your adventures, you will happen upon other creatures with 
which you will need to interact. As there is a diverse mixture of monster races as well as humans 
on vl adame, your party is likely to encounter a wide variety of NPC s. Due to the troubled 
times in Jad ame, you may find that many of those you meet will be suspicious, wary, or even down 
right hostile. Others, however, will be quite friendly and more than willing to help. Of all 
the personality types you are likely to encounter, the hostile is the most easily distinguished 
from a distance they will attack you on sight (and will be dealt with in the combat section). 


Talking 

R)r those creatures that do not attack you first, talking is a good alternative to slaying them. 
T talk to a creature, move near to it and click on it in the main view. They will converse with 
the active character. When you click on a conversation topic, the creature s response will be 
displayed. 
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-^Receiving a Quest 


Some of tte creatures you speak witk may kave information for you, otkers may even present 
you witK a new quest. Quests are keroie actions to perform, tke completion of wkiek often brings 
rewards of money and/or experience points. Typically you complete a quest by finisbing tbe 
assigned task, and tben returning to tbe creature tbat presented you witb tbe task for your reward. 
Tbis IS not always tbe ease, however, so you would be wise to read tbe details of eaeb quest 
carefully concerning wbat must be done to complete it. Quests you bave received, but not 
completed are recorded on your Quests scroll. 


iowns 

Towns in Jadame are mueb like towns in real life (except for tbe bigb percentage of monsters). 
Tbey consist of a collection of bouses, shops, services, and inhabitants. They typically act as 
places where your party can learn new skills, buy and sell equipment, obtain quests, receive 
training, and rest. While no place in \J adame is completely safe, towns are usually safe enough 
to afford a good night s sleep. Additionally, tbey are a meeea of information, services, and 
shops. To talk to tbe occupants of homes or use shops and other services, you must enter the 
building in which they are housed. To enter a building, walk up to it and eliek on the door. 


SllO{)S 


When you enter a shop, you automatically start a conversation with the shopkeeper. Choose 
from the conversation options offered by the shopkeeper to buy and sell items, repair broken 
items, or learn skills. 


Buy Standard or Sf>eeial Items 




Each shop specializes in different items as well as carrying a general inventory of standard 
items. Select from Buy Standard or Buy Special in the conversation options to see the inventory 
of the shop. AVhen you move your mouse cursor over the items displayed, the shopkeeper will 
tell you how much it costs. If your active character has the Merchant skill, your party will get 
, a better price than otherwise. To purchase an item, click on it and the cost will be automatically 

deducted from your party s gold. The item will appear in the active character s inventory. 

Disf)lay Inventory 

To display your party s entire inventory, eliek the Display Inventory conversation option. 
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^u can switch between characters by clicking on their individual portraits. AVhile the 
inventories are being displayed, conversation options switch to Sell, Iden tify and Repair. Click 
on an option to perform the labeled function, and after you re done, click the Exit button. 

Sell: This option allows you to sell your party s items to the shopkeeper. As you move the 
mouse over the inventory items, the shopkeeper will tell you if he is interested in buying the 
item or not, and how much he is willing to pay for it. T sell an item, click on it and it will 
be taken from your inventory. Its value will automatically be added to your party s gold. 

Identify: Any unidentified items in your inventory will appear highlighted in green when 
you select this option. T see how much the shopkeeper will charge you to identify the item, 
move the mouse over the item. To complete the transaction, eliek on the item and the 
Shopkeeper will charge you and identify the item in question. 

Repair: AVhen this option is selected, broken items are highlighted in red. The shopkeeper 
will tell you how much he will charge to fix the item when you move the mouse over the item 
in question. Click on the item to have the shopkeeper fix it for you. 


Learn Skills 


Shopkeepers also have valuable skills, which you can learn by selecting this option. After 
clicking on the Learn Skills option, a list of the skills the shopkeeper can teach you will appear 
along with the price he charges for teaching you the skill. All skills are taught at the basic level 
and only those skills available to your active character class will be displayed. 


TyJ)es o I Skof)S 


Shops specialize in the kinds of items they sell, identify, and repair, as well as the hinds of 
shills they teach. Usually each shop will further specialize in a particular category of their 
craft. Eir example, a particular blacksmith might carry a wide selection of axes, but few or no 
daggers, swords or other weapons. 

Black smiths: Blacksmiths deal in weapons. 

Armories: Armorers deal in armor such as breast plates, shields, headpieces and gauntlets. 

Magic Shops: Magic Shops sell potions, potion ingredients, scrolls, rings, learning books and 
other items of magic. 

Alchemists: This is a specialized magie shop, which deals in a wide selection of potions, 
potion ingredients and potion recipes. 

Spell Shops: Spell Shops sell your party spells to add to your characters repertoires. 
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Otker Town Services 


Taverns: Safe Itavens for travelers of all races, taverns and roadliouses offer food and lodging 
and can be found almost anywhere, and you can play Areomage. 

Temples: Houses of worship which are maintained by donations and through the selling of 
hea ling services. 

Stables: The vJ adame stage eoaeh network is accessed through the town stables. Stage coaches 
can be hired to travel from town to town and greatly decrease the time required to travel long 
distances. T hire a stage eoaeh, check with the stable master to see if any seats are available. 

Docks: Ships found at docks may be available for hire. Ask the captain if you can berth in 
his ship when it sails for its next port. 

Banks: If you have extra gold that you wish to set aside for an emergency, it can be stored 
safely at the town bank. 

Government: A town of any size usually has someone in charge of things who may be in need 
of some assistance. If you re looking for something to do, you can usually find it at the local 
town hall or castle. 

Houses: While most inhabitants have little to say, a thorough search of the houses in a town 
could turn up an odd job, local guild members or even master teachers. 


Combat 


Combat takes place on the Adventure screen. Characters equipped with bows or wands 
may make ranged attacks: that is, attack targets that are out of reach of hand-to-hand weapons. 

Other weapons and hare-hands/ claws are 

good for hand-to-hand combat with near- Key Effect 

by enemies. T have the active character _A Active Character Att acks Nearby Enemy 

nttflck a sneelfle ereatiire either ellek nn S Active Character will if able (in this order) 


good for hand-to-hand combat with near- 
by enemies. T have the active character 
attack a specific creature, either eliek on 
the creature in the main view, or move the 
mouse over the creature and press the 
A key. If you press the A key without 
targeting a specific creature, the nearest 
creature will be targeted automatically. 
Characters may not use bows to make 


Key Effect 

A Active CKaracter Attacks Nearby Enemy 

S Active CKaracter will if able (in tKis order) 

1. Cast Q \iick Spell 

2. Attack witK a bow or wand 

3. M ake a Kand-to-Kand attack 

B Active CKaracter J)asses combat turn 

C 0{)ens active cKaracter s s{)ell book 

Enter Toggles real time and turn-based modes 
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ranged attacks if there are creatures 
diree tly in front of the party. 

Characters with magical abilities may, 
of course, east spells during combat. T 
east a character s chosen Quick Spell ( see 
Magie section) press the S hey. You may 
target a hostile creature with the mouse 
cursor, otherwise a nearby creature will be 
targeted automatically. Y)u can also access 
the active character s spell booh by pressing 
the Cast Spell button or the C hey. 


Com bat S creen 





Real Time vs. 

Turn Based Combat 


Game time moves without pause, or in real time. Each action your characters perform, like 
easting spells or swinging a sword, takes a certain amount of time to accomplish; a fact reflected 
by th eir ready lights (see Adventure screen) which darken while the characters recover. While 
a character is recovering, it can perform no new actions. Normally, this is not really noticeable; 
but during combat the effect can be quite pronounced. Attaching creatures may be able to attack 
more efficiently than the party due to the time it takes you to think, select characters and 
target attacks. 

The game can be put in turn based mode by pressing the Enter key. The Enter key toggles 
between real time mode and turn based mode. In turn based mode combatants act one at a time, 
in order depending on their speed and recovery status. Combat is divided into rounds lasting a 
few seconds. Characters and creatures that are particularly fast ean perform multiple actions 
in a round. The game pauses before each character s turn so you ean calmly execute its action. 
Press the B k ey to skip a character s action turn. 

At the end of each round, action pauses and you ean move your party a short distance using 
the arrow keys. After that, creatures move and then the next round begins. Press A, S or B 
keys to skip your movement phase. 

AVhen you are in turn based mode, an icon appears in the lower ri ght corner of the main 
view. The icon changes to reflect the different round phases. 
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iJamage 


^ur eKaraeters receive damage from many sources: combat, sfiell effects, trafis, falling, and 
tke explosions of incorrectly mixed potions to name a few. Tliey may also be affected by other 
conditions like fatigue, weakness or drunkenness. Ill effects can always be removed by various 
healing spells or, for a price, at temples. 

Physical AV ounds: Uhapon strikes, explosions, falls and most offensive spells wound characters 
directly by taking away hit points. Physical damage may be healed using various curative spells 
or by resting. 

Uneonseiousness/Death: If a character s hit points fall to or below zero, the character becomes 
unconscious or dies. Unconscious characters are knocked out of action and cannot perform any 
actions until their hit points heal to a positive value. Resting and healing revives unconscious 
characters. Death results when a character s hit points are reduced too far below zero. Dead 
characters may only be revived using the Raise Dead spell or by paying a temple healer to 
perform the service. 

Weakness: Characters become weak from fatigue or hunger. Some attacks can also cause this 
effect. Weak characters have lowered maximum hit points and are less able to perform actions 
and fight. Weakness can be cured by resting or by the Cure Weakness spell. 

Poison and Disease: These very similar effects can be caused by traps or certain spell and 
creature attacks. Both reduce character attributes, reduce their combat effieieney and lower 
spell points over time. They can only be cured at temples or by easting the appropriate Cure 
Disease or Cure Poison spell. 

Insanity/ Afraid: Some attacks make characters Insane or Afraid. Both of these conditions 
affect character attributes and may be removed by the Cure Insanity and Remove Fear spells. 

Cursed: Some spell attacks ean curse characters. Cursed character actions fail 50% of the time. 
The Remove Curse spell takes eare of this condition. 

Stoned/Paralyzed: Characters ean become frozen by being Stoned or Paralyzed. If this happens, 
they cannot perform any actions. These conditions ean be cured using the Stone to Flesh and 
the Cure Paralysis spells. 

Eradicated: Some monsters ean eradicate characters killing them and destroying their bodies. 
Eradicated characters ean be brought back at temples or with the Resurrection spell. 
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Exf)erienee and Advancement 

Exf)erienee Points and Levels 


As the game progresses, your characters gain more spell and hit points, and become better 
at the skills they possess through level advancement. Characters gain experience points for 
overcoming challenges notably for killing monsters and for completing quests. AVhen your 
characters earn enough experience points, they qualify to train for the next level at a training 
hall. Aou ean see your characters current level and experience points on their Stats Screens. 
Right-eliehing on the experience statistic will display what level a character is ready to train 
for, or how many experience points they need to reach the next level. A character needs 
(Current Leve 1x1000) to move from one level to the next. For example, a character needs 
3000 experience points to move from level 3 to 4. 

A character eligible to train must do so at a training hall. Taming halls are located in towns 
throughout J adame. They charge a fee for their services. Most have a limit to how far they 
ean train a character. 


When a character gains a new level, they receive increases to their maximum hit points and 
spell points. What each speeifie character gains depends on their class, their rank within the 
class and attribute scores. At early levels (1-9), characters receive 5 skill points to spend on 
advancing the levels of skills they possess. This number increases by 1 every 5 levels thereafter 
(6 atl evels 10-19,7 at levels 20-29, etc.). See Skills for more details. 


Rank 


The party ean receive special quests in the game called promotion quests. Certain people that 
the party meets will be empowered to grant class rank on characters of a particular character class. 
Before they do this, they will ask the party to prove its worth by completing a promotion quest. 
Gaining the new rank increases the number of spell and hit points a character receives per level. 
This will also allow the character to learn new skills and to learn other skills at higher levels 


of expertise. 


Skill 


In order to use weapons, armor, east spells, or perform special actions, a character must possess 
the proper skill. Each character starts the game with four skills and ean learn new ones from 




37 





sKo()keef)ers located tkrougliout \J adame. Eaek skill kas a numerical level, wkiek is 1 wken a 
ekaraeter first learns tkat skill, ^fou may increase your ekaraeters skill levels ky sfiending tke 
skill points tkey gain tkrougk experience level advancement. Tkese points may ke used at any 
time after tkey are awarded. Tke cost of advancing a skill level is equal to tke level you want 
to aekieve Eir example, a ekaraeter witk a Bow skill of 3 would need to kave 4 skill points to 
advance to Bow skill level 4. 

As you explore, you will find master teaekers wko are akle to increase your ekaraeters 
expertise level in tkeir skills. Wken first learned, a skill is at tke kasie or Normal level. 
Taekers can increase tkat level to Expert, Master or Grandmaster. Skills possessed at kigker 
levels of expertise give ekaraeters advantages in tkeir use. 


A^4af)on Skills 
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In order to equip a particular type of weapon, a ekaraeter must possess tke proper weapon skill. 

Sword: Tke Sword skill covers most types of klades longer tkan a knife. At tke Normal level, 
tkis skill gives +1 konus to kit per skill point. At tke Expert level, tkis skill gives -1 konus to 
recovery per skill point. At tke Master leve 1, tkis skill gives tke ekaraeter tke akility to use 
anotker sword in its off-kand. At tke Grandmaster leve 1, tkis skill gives +1 konus to AC per 
skill point. 

Axe: Wkile slow on tke attack, axes do a lot of damage wken tkey kit. At tke Normal level, 
tkis skill gives +1 konus to kit per skill point. At tke Expert level, tkis skill gives -1 konus to 
recovery per skill point. At tke Master leve 1, tkis skill gives tke ekaraeter +1 konus to damage 
per skill point. At tke Grandmaster level, tkis skill gives tke ekaraeter a ekanee to kalve tke 
Armor Class of tke ekaraeter s target. Tkis skill gives tke ekaraeter +1 konus to damage per 
skill point. 

Staff: Staves are klunt two-kanded pole weapons effective on kotk offense and defense. At tke 
Normal leve 1, tkis skill gives +1 konus to kit per skill point. At tke Expert leve 1, tkis skill gives 
+ 1 konus to Armor Class per skill point. At tke Master leve 1, tkis skill gives tke ekaraeter a 
ekanee to stun its opponent (a ekanee equal to tke ekaraeter s skill level). At tke Grandmaster 
leve 1, tkis skill gives tke ekaraeter s staff attacks a +1 konus to damage per skill point. 

Sp ear: Tke spear skill allows use of kladed pole weapons. At tke Normal level, tkis skill gives 
+ 1 konus to kit per skill point. At tke Expert leve 1, tkis skill gives +1 konus to damage per skill 
point. At tke Master leve 1, tkis skill gives tke ekaraeter tke akility to use its spear one kanded, 
allowing anotker weapon for tke otker kand. Note: tkis too is different from tke Master 
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Sword akility. At tke Grandmaster level, tkis skill gives a + 1 konus to AC per skill point. 

Dagger: Wkile daggers don t do tke kind of damage tkat a sword or an axe can deliver, tkey are 
very quick— sometimes letting you get 2 attacks for every 1 of your slower opponents attacks. 
At tke Normal leve 1, tkis skill gives +1 konus to kit per skill point. At tke Expert leve 1, tkis 
skill gives tke ekaraeter tke akility to use a dagger in its off-kand and use anotker weapon witk 
tke otker kand. At tke Master leve 1, tkis skill gives tke ekaraeter a ekanee equal to its skill 
level for triple damage. At tke Grandmaster level, tkis skill adds +1 to damage per skill point. 

Maee: Maee skill covers all kinds of klunt trauma weapons ranging from large eluks to flails. 
At tke Normal leve 1, tkis skill gives + 1 konus to kit per skill point. At tke Expert leve 1, tkis 
skill gives + 1 konus to damage per skill point. At tke Master level, tkis skill gives tke ekaraeter 
a ekanee to stun its opponent (a ekanee equal to tke ekaraeter s skill level). At tke Grandmaster 
leve 1, tkis skill gives tke ekaraeter a ekanee to paralyze its opponent (tke ekanee is equal to tke 
ekaraeter s skill level). 

Bow: Bow skill covers kotk kow and erosskow usage. At tke Normal leve 1, tkis skill gives + 1 
konus to kit per skill point. At tke Expert level, tkis skill gives -1 konus to recovery per skill 
point. At tke Master leve 1, tkis skill gives tke ekaraeter tke akility to fire 2 arrows witk every 
attack. At tke Grandmaster leve 1, tkis skill gives +1 konus to damage per skill point. 


.rmor 


Skill: 


Leatker: Leatker armor is tke ligktest armor a ekaraeter can wear. Wkile leatker provides less 
protection tkan ekain or plate armor, it also slows your ekaraeter down tke least. Leatker armor 
skill increases tke protection offered ky leatker armor. At tke Normal leve 1, tkis skill gives 
+ 1 konus to AC per skill point. At tke Expert level, tkis skill eliminates tke recovery penalty 
incurred from wearing leatker armor. At tke Master level, tkis skill gives tke ekaraeter an 
additional +1 konus to AC per skill point. At tke Grandmaster level, tkis skill gives + 1 
konus to Elemental (Fire/Eartk/Air/Mkter) resistances per skill point. 

Ckain: Ckain armor is tke medium armor type. It provides more protection tkan leatker and 
less tkan plate, kut it also slows your ekaraeter down more tkan leatker. Ckain armor skill 
increases tke protection offered ky ekain armor. At tke Normal leve 1, tkis skill gives +1 konus 
to AC per skill point. At tke Expert leve 1, tkis skill gives tke ekaraeter a 50% reduction in 
tke recovery penalty incurred from wearing ekain mail armor. At tke Master leve 1, tkis skill 
eliminates tke recovery penalty incurred from wearing ekain mail armor. At tke Grandmaster 
leve 1, tkis skill reduces tke severity of a kit to 2/3 damage from pkysieal attacks. 
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r 3 Plate: Plate armor is tlie heaviest armor type. It provides tlie most protection, but it slows 
your ebaraeter down more tban leather or chain. Plate armor shill increases the protection 
offered by plate armor. At the Normal level, this shill gives +1 bonus to AC per shill point. 
At the Expert level, this shill gives the character a 50% reduction in the recovery penalty 
incurred from wearing plate armor. At the Master level, this shill reduces the severity of a 
hit 1/2 damage from physical attaehs. At the Grandmaster level, this shill eliminates the 
recovery penalty incurred from wearing plate armor 

Shield: Shield shill directly improves a character s armor class while a shield is employed. 

At the Normal leve 1, this shill gives + 1 bonus to AC per shill point. At the Expert leve 1, this 
shill eliminates the recovery penalty incurred from using a shield. At the Master leve 1, this shill 
gives the character an additional +1 bonus to AC per shill point. At the Grandmaster level, 
this shill gives protection as per the Shield spell. 


IVIagie Skills 


Before a character can east spells of a particular type of magic, they must hold the proper 
magie shill. Each type of magic— Fire, Air, M4ter, Earth, Spirit, Mind, Body, Light and 
Darh— has its own shill. The effects of expertise and level are different for each spell type 
(for more information, see the Magic section). 

Fire: Most Fire magic spells are all eombat-oriented and include some of the strongest area 
effect damage spells. At higher ranhs you can learn more powerful spells and east the ones you 
hnow with greater effect. 

Air: Air magic has a mix of combat, informational, and maneuvering spells including the very 
useful Fly spell. At higher ranhs you can learn more powerful spells and east the ones you 
hnow with greater effect. 

W ater: While Water magie has some combat oriented spells, its most powerful spells deal with 
travel and item enchantment. At higher ranhs you can learn more powerful spells and east the 
ones you hnow with greater effect. 

Earth: Earth magie has a balanced mix of offensive and defensive spells, and includes some 
hea ling and adventuring magie. At higher ranhs you can learn more powerful spells and east 
^ the ones you hnow with greater effect. 

^ Spirit: Spirit magie concentrates on spells involving life and death. Included are spells to raise 
1/ , the dead, which affect the undead, and which increase combat effectiveness. At higher ranhs you 
can learn more powe rful spells and east the ones you hnow with greater effect. 















Mind: Mind magie spells directly affect the minds of their targets. They can heal or cause 
changes in mental states, and cause direct damage. At higher ranhs you can learn more powerful 
spells and east the ones you hnow with greater effect. 

Body: AVhile Bod y magie includes some direct damage spells, it is the magie most concerned 
with healing. At higher ranhs you can learn more powerful spells and east the ones you hnow 
with greater effect. 

Light: Light magie includes some of the most powerful offensive and protective spells, but is 
only usable by Clerics. At higher ranhs you can learn more powerful spells and east the ones 
you hnow with greater effect. 

Darh: Only usable by Necromancers, Darh magie has the most spectacular damaging and 
creature controlling spells available. At higher ranhs you can learn more powerful spells and 
east the ones you hnow with greater effect. 


Monster Skills 


R)r three of the special monster character classes of the Might and Magie VIII: Day of 
the Destroyer game, there are monster shills which the character gains lihe shills but which 
acts more lihe spells. Each of the three races— Darh Elves, \4mpires and Dragons— have their 
own specialties which are only available to that race. (A1 so see the Magie section for a more 
complete description of each shill.) 

Vampire Ability: Vimpires are innately powerful creatures with special abilities stemming 
from their high mental abilities and, of course, their immortal/ undead nature. At the Normal 
level, the Vampire character can east Lifedrain which harms its target and heals the caster. At 
the Expert level, the character ean east Levitate to move the party over harmful surfaces without 
tahing damage. At the Master level, the character ean east the Charm spell on nearby targets. 
At the Grandmaster level, the character ean assume Mistform. In Mistform a Vimpire cannot 
take or deal physical damage. 

Dragon Ability: Dragons are also powerful creatures with their racial abilities stemming from 
their magical nature and their special appendages (wings). At the Normal level, the Dragon 
character ean east Fear which causes its targets to flee. At the Expert level, the character gains 
Flame Blast, a Breath AVapon which launches an exploding fireball. At the Master leve 1, the 
character gains Flight which allows the Dragon to carry the party throu gh th e air, At the 
Grandmaster level, the character gains AV ing Buffet, which uses the Dragon s wings to push 
back opponents. 
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i Dark Elf Ability: D ark Elves, tkougli not as pliysieally powerful as \^mpires and Dragons, 
are also born witb abilities not shared by other races. At the Normal level, the character can 
east Glamour which increases the caster s appeal to others. At the Expert level, the character 
can east Travelers Boon which has effects of Torchlight, W izard Eye and Eather Ell. At the 
Master level, the character can east Blind. Targets of the spell wander aimlessly and cannot 
use spells or missiles. At the Grandmaster level, the character can east Darkfire, a magic bolt 
that does Dark and Fire damage. 


Ml 


iseeiianeous 


Skill: 


Disarm Trap: The disarm traps skill is cheeked automatically when you open a trapped chest 
or other container. A higher skill in disarm traps gives a better ehanee of disarming the trap. 
At the Normal leve 1, this skill gives the character a ehanee of disarming a trap equal to the 
character s skill level. At the Expert level, this skill effect is doubled. At the Master level, 
this skill effect is tripled. At the Grandmaster level, this skill guarantees 100% success at 
disarming traps. 

Merchant: Merchant skill helps adjust prices in your favor, whether you are buying or selling. 
At the Normal level, this skill gives the character a basic ability to get a better price on goods 
and services from a merchant. At the Expert level, this skill effect is doubled. At the Master 
level, this skill effect is tripled. At the Grandmaster leve 1, this skill gives the character the 
ability to buy or sell any item or service from a merchant at cost. 

Meditation: Meditation skill adds spell points directly to your characters spell point totals. 
The spell points are gained along with the normal Base Spell Points/Level each time your 
character gains a new level. At the Normal leve 1, this skill gives the character a +1 spell point 
bonus per skill point. At the Expert level, this skill effect is doubled. At the Master level, 
this skill effect is tripled. At the Grandmaster level, this skill effect is quintupled (x5). 

Body Building: Body Building skill adds hit points directly to your characters hit point 
totals. The hit points are gained along with the normal Base Hit Points/ Level each time your 
character gains a new level. At the Normal leve 1, this skill gives the character a +1 hit point 
bonus per skill point. At the Expert level, this skill effect is doubled. At the Master level, 
this skill effect is tripled. At the Grandmaster level, this skill effect is quintupled (x5). 

Perception: The Perception skill gives your characters a ehanee to notice hidden doors and 
traps, and to avoid damage from traps when they are triggered. At the Normal level, this skill 
gives the character an increased ehanee to avoid traps and notice treasures (a ehanee equal to the 
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character s skill leve 1). At the Expert level, this skill effect is doubled. At the Master level, this 
skill effect is tripled. At the Grandmaster level, this skill gives the character 100% success in 
avoiding traps and noticing treasure. 

Repair: The Repair skill allows your characters to repair broken equipment. High er skill 
level allows them to repair better items. The skill is automatically applied when you right- 
eliek on a broken item in your inventory. At the Normal level, this skill gives the character 
the ability to repair simple items. At the Expert leve 1, this skill gives the character the ability 
to repair higher quality items (double skill effect). At the Master level, this skill effect is 
tripled. At the Grandmaster leve 1, this skill gives the character the ability to repair any 
broken item (100% effective). 

Identify Item: The Identify item skill is automatically applied when you right-eliek on an un- 
identified inventory item. If your character s skill is high enough, the item becomes identified. 
At the Normal leve 1, this skill gives the character the ability to identify some items. At the 
Expert level, this skill effect is doubled. At the Master level, this skill effect is tripled. At 
the Grandmaster level, this skill is 100% effective. 

Learning: The Learning skill diree tly increases the experience a character receives. Every 
point of skill IS a percent of awarded experience that is given as a bonus (plus a starting bonus of 
9%). Five skill points would turn a 100 experience point award into a 114 experience point 
award. Expert doubles. Master triples, and Grandmaster quintuples this bonus, so 10 points 
of learning at Grandmaster rank would give a 59% bonus to all experience points gained. 

Identify Monster: The Identify Monster skill is applied when you right-eliek on a monster. 
At the Normal leve 1, this skill gives the character the ability to learn the hit points and Armor 
Class of a monster. At the Expert leve 1, this skill gives the character the added ability to learn 
the attack type and damage a monster is capable of. At the Master leve 1, this skill gives the 
ekaraeter tke added ability to learn wkiek st>ells tke monster can east. At tke Grandmaster 
leve 1, this skill gives the character the added ability to learn the monster s resistances. 

Armsmaster: Armsmaster skill represents the warrior s tricks of the trade. At the Normal 
level, this skill gives -1 bonus to your melee weapon recovery time per skill point. At the Expert 
leve 1, this skill gives + 1 bonus to hit with your melee weapon per skill point. At the Master level, 
this skill gives +1 bonus to damage with your melee weapon per skill point. At the Grandmaster 
level, the skill effect is doubled for all previous bonuses. 

Alchemy: The Alchemy ski 11 allows you to mix potions. W ithout the alchemy shill , you 
barely have the knowledge to make a simple potion. Once you have learned the alchemy shill 
though, your shill level is added to the strength value of the base ingredients to determine the 
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P i strengtli of even a simple potion. Higlier rankings allow you to mix more eomplieated potions. 
At tke Normal level, tins skill allows tke ekaraeter to mix simple potions to make complex potions. 
At tke Expert level, tkis skill allows tke ekaraeter to mix complex potions to make compound 
potions. At tke Master level, tkis skill allows tke ekaraeter to mix compound potions to make 
wkite potions. At tke Grandmaster level, tkis skill allows tke ekaraeter to mix wkite potions 
to make klaek potions, tke most powerful potions in existence! 

Regeneration: Ckaraeters witk tke regeneration skill will slowly regain lost kit points over 
time. Higker skill levels increase tke rate at wkiek damage is kealed. 


f 4 


^ur ekaraeter can use magic in tke form of spells, wkiek tkey east from tkeir spell kooks. 
Eaek spell belongs to 1 of tke 9 sekools of magic or to a special racial ability— Eartk, Air, Fire, 
Mkter, Body, Mind, Spirit, Ligkt, Dark, Dark Elven, \4mpire or Dragon. Eaek sekool kas a 
skill, and a ekaraeter must possess it before tkey can learn to east tkat sekool s spells. Tk e more 
powerful spells will require a ekaraeter to possess a magic sekool s skill at Expert, Master or 
even Grandmaster level. Tke special class abilities of Darkness, Vampires and Dragons are 
learned automatielly wken tke appropriate levels of expertise are aekieved. 

Ckaraeters learn new spells from learning books, wkiek may be purchased at various guilds 
and skops, or found as treasures. To use a learning book, pick it up out of a ekaraeter s inventory 
and tken eliek on tke ekaraeter s full figure image or portrait. Tke spell will now be permanently 
recorded in tke ekaraeter s spell book. Eaek learning book can only be used once. 

T kave a ekaraeter east a spell, select tke ekaraeter (click on its portrait or press 1-5) and tken 
open its spell book by clicking tke Spell Book button (tke skull icon in tke top ri gkt corner of 
tke Adventure screen) or by pressing tke C key. Tke book will kave a page tab for eaek magie 
sekool skill tkat tke ekaraeter possesses. Turn tke pages by clicking tke tabs. Double-eliek on 
a spell icon to east tkat spell. If tke spell targets a party member, click on tke target ekaraeter s 
portrait to select tkem. 

Eaek party member may kave one ready spell called a Quick Spell. T set a Q uiek spell: 
open a ekaraeter s spell book, click on tke spell icon to select it, and tken press tke Set Spell 
button (tke icon resembling a circle). Quick Spells may be east by pressing tke S button. 






ij/ T display further information about a spell, ri gkt-el lek on its spell icon. 
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Scrolls and A^nds 


Spells may also be east from scrolls and wands. Eaek scroll kas one spell written on it and 
can be used once. To east a scroll spell, pick it up out of a ekaraeter s inventory and click over 
tke ekaraeter s full figures image. Wands are loaded with multiple charges of a spell. A 
ekaraeter must equip a wand as tkeir weapon to use it. Eaek time a ekaraeter attacks with a 
wand, one of its charges is expended. Wken a wand s charges are exhausted, it disappears. 
Scrolls and wands require no particular skill to use. 


Potions 


Characters can quaff potions to gain a wide variety of benefits. Potions can be purchased, 
found, or created. T kave a ekaraeter drink a potion, pick up a potion out of a ekaraeter s 
inventory and click it over tke full figure image or portrait. If it is identified, ri gkt -clicking 
on a potion will display information about its effects. 

Potions may be created using an empty potion bottle and any variety of kerbs and rare sub- 
stances called reagents. T create a potion, put a reagent and an empty potion bottle in a ekaraeter s 
inventory display. Pick up tke reagent and tken ri gkt-el lek it over tke bottle. Ckaraeters with 
tke alchemy skill can also mix potions to form new potions with more powerful effects. T attempt 
this, pick up one potion and tken ri gkt-el lek it over another. Be warned! Mixing incompatible 
potions can cause an explosion. 

Ckaraeters possessing tke Alchemy skill at Normal level can mix basic potions (ones made 
directly from reagents) together to form complex potions. Experts ean attempt mixtures involving 
complex potions to form compound potions. Masters ean mix compound potions to form white 
potions. Grandmasters ean mix white potions to form black potions. Tke strength of a basic 
potion IS equal to tke strength of tke reagent used to mix it plus tke mixing ekaraeter s Alchemy 
skill. Tke strength of a complex, compound, white, or black potion is tke average of tke potions 
used to mix it. Grey potions, also called Catalysts, are special potions tkat kave no power of 
tkeir own, but ean be used to increase tke strength of other potions. 

Sf)ells 

Fire Sf>ells: Normal Level 

These spells ean be learned at tke Normal level of skill in Ere magic. As tke ekaraeter increases 
in level, tke spells also increase in potency. 
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Toreli Liglit: Toreli ligkt increases tlie radius of liglit surrounding your party in tlie dark. At 
tke Normal level, tins spell creates a ligkt tke intensity of a torek, wkieli will last for 1 kour 
per skill point. At tke Expert level, tke spell creates a kri gkt er ligkt (doukle intensity). At 
tke Master level, tke spell easts an even krigkter ligkt (t riple intensity). At tke Grandmaster 
level, tke caster of tkis spell kas a faster recovery time from easting tke spell. 

Fire Bolt: Launekes a kurst of fire at a single target. Damage is 1-3 points of damage per point 
of skill in Ere magic, kut easting cost is low. Firekolt is safe and effective— tke Old Reliakle 
of tke sorcerer s arsenal. Tkis spell does not gain in intensity as skill levels progress, instead, 
tke recovery time suffered ky tke caster decreases witk eaek skill level. 

Fire Resistance: Increases all your ekaraeters resistance to Fire magic ky an amount equal to 
your skill in Fire and lasts 1 kour per point of skill. At tke Normal level, tkis spell gives tke 
target 1 point of Fire resistance per skill point of tke caster. At tke Expert level, tke resistance 
offered is 2 points per skill point of tke caster. At tke Master level, tkis spell offers 3 points 
of resistance per skill point of tke caster. At tke Grandmaster level, tkis spell gives 4 points of 
Fire resistance per skill point of tke caster. 

Fire Aura: Causes a weapon tkat kas no special akilities to kurn witk a magical fire, giving tke 
weapon tke of fire akility. Tkis spell lasts for 1 kour per point of skill in Fire magic. At tke 
Normal level, tkis spell gives an aura of lire to tke target weapon. At tke Expert leve 1, tk e aura 
IS intensified to of Flame. At tke Master level, tke aura is furtker intensified to of Infernos. 
At tke Grandmaster leve l.tk e aura of Infernos keeomes a permanent enekantment on tke target. 


Fire Sf>ells: Exjiert Level 


Tkese spells cannot ke learned until tke ekaraeter kas aekieved an Expert level of skill in Fire 
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Haste: Reduces tke time it takes to recover from easting a spell or attacking witk a weapon. 
Ckaraeters will keeome weak after tkis spell wears off. Tkis spell affects tke entire party at 
once. At tke Expert level, tkis spell gives a modest recovery rate. At tke Master leve ktke 
spell gives a faster recovery rate. At tke Grandmaster level, tkis spell gives tke party tke 
fastest recovery rate. 

Firekall: Anotker sorcerer s favorite, Erek all targets a single monster, kut explodes to kurt anyone 
else eau gkt in tke klast. If your party is too close to tke klast, tkey will ke kurt as well. Firekall 
does 1-6 points of damage per point of skill in Fire magic. As witk tke Fire Bolt, tke intensity 
of tkis spell does not increase, ratker tke recovery time decreases. At tke Expert level, tkere is 
■j- a moderate recovery rate, wkiek decreases in duration at kotk Master and Grandmaster levels. 

- . 
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Fire Spike: Drops a Fire Spike on tke ground tkat waits for a creature to get near it kefore 
exploding. Fire Spik es last until you leave tke map or tkey are triggered. At tke Expert level, 
tkis spell causes 1-6 points of damage per skill point (5 spikes maximum). At tke Master level, 
tke spell can cause up to 8 points of damage per skill point (7 spikes maximum). At tke Grand- 
master level, tke spell can cause up to 10 points of damage per skill point (9 spikes maximum). 


Fire Sjiells: IVIaster Level 


Tkese spells may not ke learned until tke ekaraeter kas aekieved a skill level of Master in Fire 


Immolation: Surrounds your ekaraeters witk a very kot fire tkat is only karmful to otkers. 
Tke spell will deliver 1-6 points of damage per point of skill to all nearky monsters for as long 
as tkey remain in tke area o f effect. At tke Master level, tkis spell lasts 1 minute per skill 
point. At tke Grandmaster level, tkis spell lasts 10 minutes per point of skill. 

Meteor Skower: Summons flaming rocks from tke sky in a large radius surrounding your 
ekosen target. Ty not to ke near tke victim wken you use tkis spell. A single meteor does 8 
points of damage plus 1 per point of skill in Fire magic. Tkis spell only works outdoors. At 
tke Master level, tkis spell kas a moderate rate of recovery and calls down sixteen meteors from 
tke sky. At tke Grandmaster level, tke spell kas a fast rate of recovery and calls down twenty 
meteors from tke sky. 

Inferno: Inferno kurns all monsters in sigkt wken east, excluding your ekaraeters. Good for 
cleaning out rooms full of weak or moderate strengtk monsters in one or two easy eastings. 

Eaek monster takes 1 2 points of damage plus 2 per point of skill in Fire magic. Tkis spell 
only works indoors. As witk Fire Bolt and Firekall, tkis spell does not increase in intensity 
from Master to Grandmaster, kut ratker tke recovery time decreases from moderate to fast. 

Fire Sfiells: Grandmaster Level 

Eaek kranek of magic kas its pinnacle spell, tkat one crowning aekievement wkiek an aspiring 
magician can never top. In tke realm of Fire magic, tkis spell is Incinerate. 

Incinerate: Amongst tke strongest direct damage spells availakle in any spkere of magic. Incinerate 
inflicts massive damage on a single target. Only tke strongest of monsters can expect to survive 
tkis spell. Damage is a kase of 15 points plus 1-15 points per point of skill in Fire magic. 

A ir Sf>ells: Normal Level 

Tkese spells can ke learned at tke Normal level of skill in Air magic. As tke ekaraeter increases 
in level, tke spells also increase in potency. 












' AVizard Eye: Wizard Eye causes tlie automaf) located in tlie lower riglit corner of tlie main 
gaming screen to skow tke locations of monsters and otker points of interest wkile outdoors. 
TKe spell lasts 1 kour per point of skill in Air magie. At tke Normal level, tkis spell skows 
only terrain and monsters. At tke Expert level, tke spell additionally skows treasure. At tke 
Master level, tke spell additionally skows points of interest . At tke Grandmaster leve ktke 
spell s easting cost is free (0 spell points to east tke spell). 

Featker Fall: Eatker Ell prevents your ekaraeters from keing kurt wken falling more tkan 
10 feet ky slowing tke speed of tke fall. Featker Ell affects your entire party witk one easting 
and kas a duration kased on your skill in Air magie. At tke Normal level, tkis spell lasts 5 
minutes per point of skill. At tke Expert level, tke duration is increased to 10 minutes per 
point of skill. At tke Master level, tke duration of tke spell is increased to 1 kour per point 
of skill. At tke Grandmaster level, tke spell recovery duration is reduced to fast. 

Air Resistance: Increases all your ekaraeters resistance to Air magie ky an amount equal to 
your skill in Air and lasts 1 kour per point of skill. At tke Normal level, tkis spell gives tke 
target 1 point of Air resistance per skill point of tke caster. At tke Expert level, tke resistance 
offered is 2 points per skill point of tke caster. At tke Master level, tkis spell offers 3 points 
of resistance per skill point of tke caster. At tke Grandmaster level, tkis spell gives 4 points of 
resistance per skill point of tke caster. 

Sp arks: sp arks fires small kails of ligktning into tke world tkat kounee around until tkey kit 
sometking or dissipate. It is kard to tell wkere tkey will go, so tkis spell is kest used in a room 
crowded witk small monsters. Eaek spark does 2 points plus 1 per point of skill in Air magie. 
At tke Normal level, tkis spell kas a moderate recovery rate and produces 3 sparks. At tke Expert 
level, tke spell kas a faster recovery rate and produces 5 sparks. At tke Master level, tke spell 
kas an even faster recovery rate and produces Z sparks. At tke Grandmaster level, tke spell kas 
tke fastest recovery rate and produces 9 sparks. 


A ir Sj)ells: Exf>ert Level 


Tkese spells cannot ke learned until tke ekaraeter kas aekieved an Expert level of skill in Air 


A 
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vJ ump: vJump launekes your party up in tke air, landing you 60 feet from wkere you started, 
^ur party takes no falling damage from tke jump. At tke Expert level, tke spell kas a moderate 
recovery rate; tkis duration decreases at eaek successive skill level. 
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Skield: Halves damage from incoming ranged attacks (suek as rocks and arrows) ky slowing 
tke missiles down just kefore tkey kit. At tke Expert level, tkis spell lasts for a kase of 1 kour, 
plus an additional 5 minutes per skill point. At tke Master level, tke spell lasts for 1 kour, 
plus an additional fifteen minutes per skill point. At tke Grandmaster level, tke spell lasts for 
1 kour, plus an additional kour per skill point. 

Ligktning Bolt: Tke sorcerer s darling, Ligktning Bolt disekarges electricity from tke caster s 
kand to a single target. It always kits and does 1-8 points of damage per point of skill in Air 
magie. As for tke jump spell, tkis spell does not gain in intensity, kut ratker decreases in recovery 
time for eaek skill progression. 


A ir Sf)ells: IVIaster Level 


Tkese spells may not ke learned until tke ekaraeter kas aekieved a skill level of Master in Air 
magie. 

Invisikility: Tkis spell can t ke east wkile kostile monsters are nearky. Invisikility works on 
tke minds of nearky creatures, making tkem unakle to notice tke party unless spoken to or attacked. 
Any sort of attack, regardless of wketker or not it kits or misses, will kreak tkis spell. At tke 
Master level, tkis spell lasts for 10 minutes per skill point. At tke Grandmaster, tke spell 
duration is increased to 1 kour per skill point. 

Implosion: Implosion is a nasty spell tkat affects a single target ky destroying tke air around 
it; causing a sudden inrusk from tke surrounding air, a tkunderelap, and 10 points plus 1-10 
points of damage per point of skill in Air magie. At tke Master level, tkis spell kas a moderate 
recovery rate, wkiek decreases to a fast recovery at Grandmaster level. 

Fly: Grants tke power of fligkt to your ekaraeters! Tkis spell is very expensive and only works 
outdoors, kut it is very useful. Fly will drain 1 spell point every 5 minutes it is in use (i.e. wken 
you aren t toueking tke ground). At tke Master level, tkis spell kas a moderate recovery rate. 
At tke Grandmaster level, tkis spell kas no easting cost. 


A ir Sf)ells: Grandmaster Level 


Eaek kranek of magie kas its pinnacle spell, tkat one crowning aekievement wkiek an aspiring 
magician can never top. In tke spkere of Air magie, tkis spell is Starkurst. 

Starkurst: Calls stars from tke keavens to smite and kurn your enemies. Twenty stars are called, 
and tke damage for eaek star is 20 points plus 1 per point of skill in Air magie. Starkurst only 
works outdoors, so try not to get eaugkt in tke klast... 
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-'AA4ter Sf>ells: Normal Level 


Tkese spells can be learned at tke Normal level of skill in A\4ter magic. As tke ekaraeter 
increases in level, tke spells also increase in potency. 

Awaken: Automatically awakens all of your ekaraeters from a normal sleep and will awaken 
tkem from a magical sleep if tkey kaven t kad tke sleep condition for too long. Tke greater your 
skill in Water magic, tke longer tke sleep condition could kave keen present before tkis spell 
becomes ineffective. At tke Normal level, tkis spell is successful if tke target kas been asleep 
less tkan 3 minutes per point of skill. At tke Expert level, tkis spell is successful if tke target 
kas been asleep for less tkan 1 kour per skill point. At tke Master level, tkis spell is successful 
if tke target kas been asleep for less tkan 1 day per point of skill. At tke Grandmaster level, 
tkis spell s recovery rate is reduced to fast. 

Poison Spray: Sprays poison at monsters diree tly in front of your ekaraeters. Damage is low, 
but few monsters kave resistance to M^ter magie, so it usually works. Eaek skot does 2 points 
of damage plus 1-2 per point of skill in M^ter magic. At tke Normal level, tkis spell kas a slow 
rate of recovery and produces only 1 skot of poison. At tke Expert leve 1, tke recovery rate is 
decreased and tke spell produces 3 skots of poison. At tke Master leve 1, tke recovery rate is 
furtker decreased and tke spell produces 5 skots of poison. At tke Grandmaster leve 1, tke 
recovery rate is as fast as it can get and tke spell produces 7 skots of poison. 

Water Resistance: Increases all your ekaraeters resistance to M^ter magic by an amount equal 
to your skill in Water and lasts 1 kour per point of skill. At tke Normal level, tkis spell gives 
tke target 1 point of M^ter resistance per skill point of tke caster. At tke Expert leve 1, tke 
resistance offered is 2 points per skill point of tke caster. At tke Master level, tkis spell offers 
3 points of resistance per skill point of tke caster. At tke Grandmaster level, tkis spell gives 4 
points of resistance per skill point of tke caster. 

lee Bolt: Fires a single bolt of lee at a single target. It always kits and does 1-4 points of damage 
per point of skill in Water magic. Tkis spell does not gain in intensity, but ratker tke spell 
recovery rate decreases witk eaek successive skill level progression. Tke recovery rate starts 
out at slow for tke Normal level. 


W^ter Sf>ells: Exf>ert Level 


Tkese spells cannot be learned until tke ekaraeter kas aekieved an Expert level of skill in 
W^ter magie. 
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W^ ater W^ alk: Only useful outdoors, W^ater W41k lets your ekaraeters walk along tke surface 
of water witkout sin king. Tk IS spell can be very useful, but constantly drains 1 spell point 
every 20 minutes wkile in contact witk water. At tke Expert level, tke spell lasts 10 minutes 
per point of skill. At tke Master level, tke spell duration increases to 1 kour per spell point. 

At tke Grandmaster level, tke spell kas no easting cost. 

Reekarge Item: Reekarges any magie item tkat uses ekarges. Every time tkis spell is east at 
tke Expert level, tke item permanently loses 50% - 1 % per point of skill in Wkter magie of its 
ekarges. At tke Master level, tke item only loses 30% -1 % per skill point. At tke Grandmaster 
level, tke item will lose 20% -1% per skill point. 

Aeid Burst: Aeid Burst squirts a jet of extremely caustic aeid at a single victim. It always kits 
and does 9 points of damage plus 1-9 per point of skill. Tkis spell does not gain in intensity, 
but ratker tke spell recovery rate decreases witk eaek successive skill level progression. Tke 
recovery rate starts out at moderate for tke Expert level. 


W^ter Sf>ells: IVIaster Level 


Tkese spells may not be learned until tke ekaraeter kas aekieved a skill level of Master in 
W^ter magie. 

Enekant Item: Gives a ekanee to imbue a normal item witk magical powers. Tke ekanee of 
success IS 10% per point of skill in W^ter magie. Grandmasters can manage better enekantments. 
At tke Master level, tkis spell can east moderate strengtk enekantments on tke target item. At 
tke Grandmaster level, tke spell easts a strong enekantment on tke target item. 

Town Portal: Twn Portal teleports tke party to tke central fountain of any town tke player kas 
visited. Twn Portal kas a 10% ekanee per point of Wkter magie skill of working wken east, and 
cannot be used wkile hostile monsters are near by. At tke Master level, tkis spell is restricted 
to use wken no hostile monsters are nearby. At tke Grandmaster level, tke restriction is lifted 
for hostile monsters and tke spell can be east regardless. 

lee Blast: Fires a ball of lee in tke direction tke caster is facing. Tke ball will shatter wken 
it kits something, launching shards of lee in all directions except tke caster s. Tke shards will 
rieoeket until tkey strike a creature or melt. Eaek shard does 12 points of damage plus 1-6 
per point of skill in W4ter magie. At tke Master level, this spell kas a moderate recovery rate 
and will burst into 7 shards. At tke Grandmaster level, tke spell kas a fast recovery rate and 
will burst into 9 shards. 












^ -'^4ter Sf>ells: Grandmaster Level 


Eaet branelt of magic lias its pinnacle spell, tliat one crowning aeliievement wliieli an aspiring 
magician can never top. In tlie spliere of W^ter magic, tliis spell is Lloyd s Beacon. 

Lloyd s Beacon: Lloyd s Beacon lets you place a marker at a location you want to teleport back 
to in tke future. vJ ust kow far in tke future depends on your skill in Wkter magie. Cast tkis 
spell wkenever you wisk, to eitker place a marker or return to one. Once tkey are east, tkese 
beacons will decay after 1 week per point of skill in \\4ter magic. 


Eartk Sf>ells: Normal Level 


These spells can be learned at the Normal level of skill in Lartb magic. As the ebaraeter 
increases in level, the spells also increase in potency. 

Stun: Slaps a monster with magical force, forcing it to recover from tbe stun spell before it can 
do anything else. The greater your skill in Larth magie, the greater the effect of the spell. At 
the Normal level, the stun has the effect of receiving a normal blow, and at each consecutive 
level, this effect is intensified. 

Slow: Halves the walking speed and doubles the recovery rate of a single monster. Slow makes 
sure a monster will attack you half as often, and will have a harder time catching up to you if 
you choose to run. The duration of this spell is 1 minute per point of skill in Larth magie. At 
the Normal level, the spell is as described above. At the Expert level, the duration of the spell 
increases to 5 minutes per skill point. At the Master level, the target monster is slowed to 1/4 
speed. At the Grandmaster level, the monster is slowed to 1/8 speed. 

Earth Resistance: Increases all your characters resistance to Earth magie by an amount equal 
to your skill in Earth and lasts 1 hour per point of skill. At the Normal level, this spell gives 
the target 1 point of Earth resistance per skill point of the caster. At the Expert leve hthe 
resistance offered is 2 points per skill point of the caster. At the Master level, this spell offers 
3 points of resistance per skill point of the caster. At the Grandmaster level, this spell gives 4 
points of resistance per skill point of the caster. 

Deadly Swarm: Summons a swarm of biting, stinging insects to bedevil a single target. The 
swarm does 5 points of damage plus 1-3 per point of skill in Earth magie. This spell does not 
gain in intensity, but rather the spell recovery rate decreases with each successive skill level 
progression. The recovery rate starts out at moderate. 
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Eartk Sf)ells: Exf>ert Level 


These spells cannot be learned until the character has achieved an Expert level of skill in 
Earth magie. 

Stone Skin: Increases the armor class of all characters by 5 + 1 point per point of skill in Earth 
magie. At the Expert level, the duration of the spell is 1 hour plus an additional 5 minutes per 
point of skill. At the Master level, the duration is raised to 1 hour plus an additional fifteen 
minutes per point of skill. At the Grandmaster level, the duration is raised to 1 hour plus an 
additional 1 hour per point of skill. 

Blad es: Fires a rotating, razor-thin metal blade at a single monster. The blade does 1-9 points 
of damage per point of skill in Earth magie. This spell does not gain in intensity, but rather 
the spell recovery rate decreases with each successive skill level progression. The recovery rate 
starts out at moderate. 

Stone to Flesh: Removes the stoned condition from a character if you east this spell in time. The 
greater the skill and rank in Earth magie the longer the condition could have been present before 
the point of no return is reached. After that, the only way to remove the condition short of 
Divine Intervention is to visit a temple. At the Expert level, the spell will be successful if the 
target has been stone for less than 1 hour per point of skill of the caster. At the Master level, 
this spell will be successful if the target has been stone for less than 1 day per skill point of the 
caster. At the Grandmaster level, there is no time limit for successful completion of the spell. 


Eartk Sf>ells: IVIaster Level 


These spells may not be learned until the character has achieved a skill level of Master in 
Earth magic. 

Rock Blast: Releases a magical stone into the world that will explode when it comes into contact 
with a creature or enough time passes. The rock will bounce and roll until it finds a resting 
spot, so be careful not to be eau ght in the blast. The explosion causes 10 points of damage plus 
1-10 points of damage per point of skill in Earth magic. This spell does not gain in intensity, 
but rather the spell recovery rate decreases with each successive skill level progression. The 
recovery rate starts out at moderate. 

Telekinesis: Tlekinesis lets you manipulate an object at a distance. Switches can be thrown, 
objects picked up, and doors opened with this spell, all from a nice safe distance from those 
nasty traps. This spell does not gain in intensity, but rather the spell recovery rate decreases 
with each successive skill level progression. The recovery rate starts out at moderate. 
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Deatk Blossom: Fires a magical stone far into tlie air tliat creates a very large and powerful 
explosion, sending sliards of explosive eartli raining to tlie ground. Tlie damage is 20 points 
plus 2 per point of skill in Eartk magic for eaek skard. Tkis spell can only be used outdoors. 
At tke Master level, tke spell kas a moderate rate of recovery. At tke Grandmaster level, tke 
spell kas a faster rate of recovery and tke effect of tke spell is doubled. 


Eartk Sf>ells: Grandmaster Level 


Eaek branek of magie kas its pinnacle spell, tkat one crowing aekievement wkiek an aspiring 
magician can never top. In tke spkere of Eartk magic, tkis spell is Mass E)istortion. 

Mass Distortion: Increases tke wei gkt of a single target enormously for an instant, causing 
internal damage equal to 25% of tke monster s kit points plus anotker 2% per point of skill in 
Eartk magie. Tke bigger tkey are, tke karder tkey fall. 


Sf)irit Sf>ells: Normal Level 

Tkese spells can be learned at tke Normal level of skill in Spirit magie. As tke ekaraeter 
increases in level, tke spells also increase in potency. 

Detect Life: Allows tke party to see an opponent s current kealtk as an exact number. At tke 
Normal level, tkis spell will last for 10 minutes per skill point of tke caster. At tke Expert 
level, tke spell duration increases to tkirty minutes per skill point. At tke Master leve 1, tke 
spell duration increases to 1 kour per skill point. At tke Grandmaster level, tkis spell also 
reveals an opponent s spells. 

Bless: Blessed ekaraeters kave an increased ekanee to kit monsters in kand to kand combat and witk 
missiles. A ekaraeter s bonus to kit is increased by 5 + 1 per point of skill in Spirit magie. At 
tke Normal level, tkis spell lasts for 1 kour plus an additional 5 minutes per skill point of tke 
caster. At tke Expert level, tke spell effects tke entire party. At tke Master level, tke spell 
duration increases to 1 kour plus and additional fifteen minutes per skill point. At tke Grand- 
master level, tke duration of tke spell is increased to 1 kour plus an additional kour per skill point. 

F ate: Ete can be used on a ekaraeter to increase kis ekanee to kit, or on a monster to decrease its 
ekanee. Tke ekanee is modified by 20 + 1 per point of skill in Spirit magie, and lasts until 
tke target attacks, or 5 minutes go by. At tke Normal level, tke spell is east as described above. 
At tke Expert level, tke spell bonus is raised to 20 +2 per point of skill. At tke Master level, 
tke bonus is raised to 20 +4 per point of skill. At tke Grandmaster level, tke bonus is raised 
to 20 +6 per point of skill. 
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Turn Undead: Erees all visible undead monsters to flee until tke duration of Turn Undead runs 
out. Tkis spell lasts for 3 minutes plus 1 minute per point of skill in Spirit magie. At tke 
Normal level, tke spell is east as described above. At tke Expert level, tke duration is raised to 
3 minutes plus an additional 3 minutes per point of skill. At tke Master level, tke duration is 
raised to 3 minutes plus an additional 5 minutes per point of skill. At tke Grandmaster level, 
tke spell recovery rate is decreased. 


Sj)irit Sf>ells: Exf>ert Level 


Tkese spells cannot be learned until tke ekaraeter kas aekieved an Expert level of skill in 
Spirit magie. 

Remove Curse: Removes tke cursed condition from a ekaraeter if you east tkis spell in time. 
Tke greater tke skill and rank in Spirit magie tke longer tke condition eould kave been present 
before tke point of no return is reaeked. After tkat, tke only way to remove tke condition skort 
of Divine Intervention is to visit a temple. At tke Expert level, tkis spell works if tke target 
kas been cursed for less tkan 1 kour per skill point of tke caster. At tke Master level, tke spell 
will work if tke target kas been cursed for less tkan 1 day per skill point. At tke Grandmaster 
level, tkere is no time limit for tke spell s success. 

Preservation: Preservation more tigktly binds tke soul to tke body, delaying deatk due to 
massive kit point loss, but will not stop a ekaraeter from going unconscious. If kit points are 
still too low wken tke spell wears off tke wounded ekaraeter will die. At tke Expert level, 
tkis spell will last for 1 kour plus an additional 5 minutes per point of skill. At tke Master 
level, tke spell works on tke entire party. At tke Grandmaster level, tke spell duration is 
increased to 1 kour plus an additional fifteen minutes per skill point. 

Heroism: Heroism increases tke damage a ekaraeter does on a successful attack by 5+1 
point per point of skill in Spirit magie. Tkis spell affects tke entire party at once. At tke 
Expert level, tke duration of tke spell is 1 kour plus an additional 5 minutes per point of skill. 
At tke Master level, tke duration of tke spell is increased to 1 kour plus an additional 15 
minutes per point of skill. At tke Grandmaster level, tke duration is increased to 1 kour plus 
an additional 1 kour per point of skill. 


Sf)irit Sf)ells: IVIaster Level 


Tkese spells may not be learned until tke ekaraeter kas aekieved a skill level of Master in 
Spirit magie. 
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Spirit Lasli: Tliis spell attempts to weaken tke link between tbe body and soul, causing 10 + 
2-8 points of damage per point of skill in Spirit magic to all monsters near tbe caster. Tbis 
spell does not gain in intensity, but ratber tbe spell recovery rate decreases witb eaeb successive 
skill level progression. Tbe recovery rate starts out at moderate. 

Raise Dead: Raises a ebaraeter from tbe dead if you east tbis spell in time. Tbe greater tbe skill 
and rank in Spirit magic tbe longer tbe ebaraeter eould bave been dead before tbe point of no 
return is reaebed. After tbat, tbe only way to raise tbe ebaraeter short of Divine Intervention 
IS to visit a temple. Casting tbis spell will leave tbe raised ebaraeter in tbe weak condition. At 
tbe Master level, tbe spell will work if tbe target bas been dead for less tban 1 day per point of 
skill of tbe caster. At tbe Grandmaster level, there is no time limit for this spell s success. 

Shared Life: Shared Life combines tbe life force of your characters and redistributes it amongst 
them as evenly as possible. All current bit points are totaled and 3 extra points per point of skill 
in Spirit magic is added to this total. Then tbe points are distributed back to tbe ebaraeters, 
with no individual ebaraeter being allowed to bave more points tban bis maximum total bit points. 
At tbe Master level, tbe spell is east as described above. At tbe Grandmaster level, tbe spell adds 
4 extra bit points per skill point of tbe caster. 

Sf)irit Sf)ells: Grandmaster Level 

Each branch of magie bas its pinnacle spell, tbat one crowning achievement wbieb an aspiring 
magician can never top. In tbe sphere of Spirit magic, this spell is Resurrection. 

Resurrection: Resurrects an eradicated (body destroyed) ebaraeter. Recovery rate is very slow, 
but will be faster for ebaraeters with a higher skill in Spirit magic. Tbe resurrected ebaraeter 
will be in tbe weak condition after this spell is east. 

]VIind Sf>ells: Normal Level 

These spells can be learned at tbe Normal level of skill in Mind magie. As tbe ebaraeter 
increases in level, tbe spells also increase in potency. 

Telepathy: Caster reads tbe target s mind, finding out exae tly bow much gold and what items 
tbe target bas. This spell does not gain in intensity, but ratber tbe spell recovery rate decreases 
with eaeb successive skill level progression. Tbe recovery rate starts out at slow. 

Remove Fear: Removes tbe afraid condition from a ebaraeter if you east this spell in time. Tbe 
greater tbe skill and rank in Mind magie tbe longer tbe condition eould bave been present before 
tbe point of no return is reaebed. After tbat, tbe only way to remove tbe condition short of 
Divine Intervention is to visit a temple. At tbe Normal level, this spell is effective if tbe target 
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has been afraid for less tban 3 minutes per skill point of tbe caster. At tbe Expert level, tbe spell 
IS effective if tbe target bas been afraid for less tban 1 hour per point of skill. At tbe Master 
level, tbe spell is effective if tbe target bas been afraid for less tban 1 day per point of skill. At 
tbe Grandmaster level, tbe spell is effective regardless of bow long tbe target bas been afraid. 

Mind Resistance: Increases all your ebaraeters resistance to Mind magie by an amount equal 
to your skill in Mind and lasts 1 hour per point of skill. At tbe Normal level, this spell gives 
tbe target 1 point of mind resistance per skill point of tbe caster. At tbe Expert leve btbe 
resistance offered is 2 points per skill point of tbe caster. At tbe Master level, this spell offers 
3 points of resistance per skill point of tbe caster. At tbe Grandmaster level, this spell gives 4 
points of resistance per skill point of tbe caster. 

Mind Blast: Fires a bolt of mental force damaging to a single target s nervous system. Mind 
Blast does 3 points of damage plus 1-3 per point of skill in Mind magie. This spell does not 
gain in intensity, but ratber tbe spell recovery rate decreases with eaeb successive skill level 
progression. Tbe recovery rate starts out at slow. 

IVIiiul Sj)ells: Exf>ert Level 

These spells cannot be learned until tbe ebaraeter bas achieved an Expert level of skill in 
Mind magie. 

Charm: Calms a single targeted creature and removes any hostile feelings it bas towards your 
ebaraeters. If this creature takes any damage, it will immediately become hostile again. At tbe 
Expert level, tbe spell lasts for 5 minutes per skill point of tbe caster. At tbe Master leve btbe 
duration is increased to 10 minutes per point of skill. At tbe Grandmaster level, tbe spell lasts 
until tbe party leaves tbe map where tbe target was. 

Cure Paralysis: Cures paralysis if you east this spell in time. Tbe greater tbe skill and rank in 
Mind magie tbe longer tbe ebaraeter eould bave been paralyzed before tbe point of no return 
IS reaebed. After tbat, tbe only way to remove tbe condition short of Divine Intervention is to 
visit a temple. At tbe Expert level, tbe spell works if tbe target bas been paralyzed for less tban 
1 hour per skill point of tbe caster. At tbe Master level, tbe spell works if tbe target bas been 
paralyzed for less tban 1 day per point of skill. At tbe Grandmaster level, there is no time limit 
for tbe effectiveness of this spell. 

Berserk: Causes a single monster to go mad with battle lust, attacking tbe nearest living creature 
until tbe spell wears o ff. At tbe Expert level, this spell lasts for 5 minutes per skill point of 
tbe caster. At tbe Master level, tbe duration is increased to 10 minutes per point of skill. At 
tbe Grandmaster level, tbe duration is increased to 1 hour per point of skill. 
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' Sf)irit Sf>ells: IVIaster Level 


Tliese spells may not be learned until tlie eliaraeter lias aeliieved a skill level of Master in 
Mind magic. 

Mass Fear: All creatures in tke caster s sigkt fear tke caster and flee. If a creature takes damage 
wkile under tke influence of tkis spell, tke spell will ke broken. Mass Kar will not work on 
Undead creatures. Tke duration of Mass Far is 3 minutes per point of skill in Mind magic. 
At tke Master level, tke spell IS east as described above. At tke Grandmaster level, tke 
duration of tke spell is increased to 5 minutes per point of skill. 

Cure Insanity: Cures insanity if you east tkis spell in time, Tke greater tke skill and rank in 
Mind magic tLe longer tLe eliaraeter could Lave been insane before tbe t>oint of no return is 
reae ked. After tkat, tke only way to remove tke condition skort of Divine Intervention is to 
visit a temple. At tke Master level, tke spell will be effective if tke target kas been insane for 
less tkan 1 day per skill point of tke caster. At tke Grandmaster level, tkere is no time limit 
for tke effectiveness of tkis spell, 

Psyekie Skoek: Similar to Mind Blast, Psyekie Skoek targets a single creature witk mind 
damaging magie, on ly to a muck greater effect, Psyekie Skoek does 1 2 points of damage plus 
1-1 2 per point of skill in Mind magic, Tkis spell does not gain in intensity, but ratker tke 
spell recovery rate decreases witk eaek successive skill level progression, Tke recovery rate 
starts out at moderate. 


IVIiiul Sf)ells: Grandmaster Level 

Eaek branek of magic kas its pinnacle spell, tkat one crowning aekievement wkiek an aspiring 
magician can never top. In tke spkere of Mind magic, tkis spell is Enslave, 

Enslave: Tkes control of tke target s mind for 10 minutes per point of skill in Mind magic. 
Enslaved creatures will figkt monsters tkat are kostile to tke caster for tke duration of tke 
spell, and will not figkt witk tke caster even if attacked by tke caster or kis friends, Tkis spell 
will not work on tke Undead, 

Body Sf>ells: Normal Level 

Tkese spells can be learned at tke Normal level of skill in Body magie. As tke ekaraeter 
increases in level, tke spells also increase in potency. 

Cure Weakness: Cures tke weak condition from a ekaraeter if you east tkis spell in time, Tke 
greater tke skill and rank in Body magie tke longer tke ekaraeter eould kave been weak before 
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tke point of no return is reaeked. After tkat, tke only way to cure tke condition skort of Divine 
Intervention is to visit a temple. At tke Normal level, tke spell will be effective if tke target kas 
been weak for less tkan 3 minutes per skill point of tke caster. At tke Expert level, tke spell will 
be effective if tke target kas been weak for less tkan 1 kour per point of skill. At tke Master 
level, tke spell will be effective if tke target kas been weak for less tkan 1 day per point of skill. 
At tke Grandmaster level, tkere is no time limit for tke effectiveness of tke spell. 

Heal: Cures kit points on a single target wken east, Tke number cured is equal to 5 kit points 
plus 2 per point of skill in Body magie. At tke Normal level, tke spell is east as described 
above. At tke Expert level, tke spell cures 5 kit points plus 3 per skill point. At tke Master 
level, tke spell cures 5 kit points plus 4 per skill point. At tke Grandmaster level, tke spell 
cures 5 kit points plus 5 per skill point. 

Body Resistance: Increases all your ekaraeters resistance to Body magie by an amount equal 
to your skill in Body and lasts 1 kour per point of skill. At tke Normal level, tkis spell gives 
tke target 1 point of body resistance per skill point of tke caster. At tke Expert leve 1, tke 
resistance offered is 2 points per skill point of tke caster. At tke Master level, tkis spell offers 
3 points of resistance per skill point of tke caster. At tke Grandmaster level, tkis spell gives 4 
points of resistance per skill point of tke caster. 

Harm: Directly inflicts magical damage upon a single creature. Harm does 8 points of damage 
plus 1-2 per point of skill in Body magie, Tkis spell does not gain in intensity, but ratker tke 
spell recovery rate decreases witk eaek successive skill level progression, Tke recovery rate 
starts out at moderate. 

Body Sf>ells: Ex{)ert Level 

Tkese spells cannot be learned until tke ekaraeter kas aekieved an Expert level of skill in 
Body magie. 

Regeneration: Gives tke Regeneration ability to a single ekaraeter. Regeneration will slowly 
keal back kit points over time wkile tke spell is active. At tke Expert level, tke spell lasts for 
1 kour per point of skill. At tke Master level, tke target will regain kit points more quickly. 
At tke Grandmaster level, tke target regains kit points at an even greater rate. 

Cure Poison: Cures poison in a ekaraeter if you east tkis spell in time, Tke greater tke skill and 
rank in Body magie tke longer tke ekaraeter eould kave been poisoned before tke point of no 
return is reaeked. After tkat, tke only way to remove tke condition skort of Divine Intervention 
IS to visit a temple. At tke Expert level, tke spell will be effective if tke target kas been poisoned 
for less tkan 1 kour per skill point of tke caster. At tke Master level, tke spell will be effective 







II the target has heen poisoned for less than 1 day per point of shill. At the Grandmaster level, 
there is no time limit for the effectiveness of the spell. 

Hammerhands: Hammerhands magically enhances the shill of an unarmed combatant, allowing 
his strihes to land more precisely against an opponent s weah spots. Hammerhands inflicts Body 
magic damage equal to the physical damage cause d hy the unarmed attach. At the Expert level, 
the spell has a moderate recovery rate. At the Master leve 1, the recovery rate decreases. At the 
Grandmaster level, the spell affects the entire party. 


Body Sf>ells: IVIaster Level 


These spells may not he learned until the character has achieved a shill level of Master in 
Body magic. 

Cure Disease: Cures disease in a character if you east this spell in time. The greater the shill 
and ranh in Body magie the longer the character could have heen diseased before the point 
of no return is reached. After that, the only way to remove the condition short of Divine 
Intervention is to visit a temple. At the Master level, this spell will he effective if the target 
has heen diseased for less than 1 day per shill point of the caster. At the Grandmaster level, 
there is no time limit for the effectiveness of the spell. 

Protection from Magic: Protection from Magic affects the entire party at once, granting immunity 
to certain spells and monster abilities that cause debilitation conditions. These are: Poison, 
Disease, Stone, Paralyze and Mhah. Every time this spell saves a character from an effect, it 
weahens. The spell can survive 1 attach per point of shill in Body magie— after that. Protection 
from Magie is hrohen. At the Master level, the spell lasts for 1 hour per shill point of the 
caster. At the Grandmaster level, this spell grants immunity to death and eradication effects. 

Flying Fist: Flying Fist throws a heavy magical force at a single opponent that does 20 points 
of damage plus 1-10 per point of shill in Body magie. This spell does not gain in intensity, 
hut rather the spell recovery rate decreases with each successive shill level progression. The 
recovery rate starts out at moderate. 

Body Sf>ells: Grandmaster Level 

Each branch of magie has its pinnacle spell, that one crowning achievement which an aspiring 
magician can never top. In the sphere of Body magie, this spell is Power Cure. 

Power Cure: Cures hit points of all characters in your party at once. The number cured is 
equal to 10 plus 5 per point of shill in Body magie. 
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Ligkt Sf>ells: Normal Level 


These spells ean be learned at the Normal level of shill in Fight magie. As the character 
increases in level, the spells also increase in potency. 

Fight Bolt: Fires a bolt of light at a single target that does 1-4 points of damage per point of 
shill in Fight magie. Damage vs. Undead is doubled. This spell does not gain in intensity, 
but rather the spell recovery rate decreases with each successive shill level progression. The 
recovery rate starts out at moderate. 

Destroy Undead: Calls upon the power of Heaven to undo the evil magie that extends the lives 
of the Und ead, inflicting 16 points of damage plus 1-16 per point of shill in Fight magie upon a 
single, unluehy target. This spell only worhs on the Undea d. This spell does not gain in 
intensity, but rather the spell recovery rate decreases with each successive shill level progression. 
The recovery rate starts out at moderate. 

Dispel Magie: Removes all spells on all creatures in the caster s sight, both helpful and harmful. 
Recovery is reduced by an amount equal to shill in Fight magie. This spell does not gain in 
intensity, but rather the spell recovery rate decreases with each successive shill level progression. 
The recovery rate starts out at moderate. 

Paralyze: Paralyze temporarily prevents a monster from moving or attaching for the (short) 
duration of this spell, which is 3 minutes per point of shill in Fight magie. ^u are free to 
attach your helpless target until your heart s content— paralyzed monsters cannot retaliate. 

This spell does not gain in intensity, but rather the spell recovery rate decreases with each 
successive shill level progression. The recovery rate starts out at moderate. 


Ligkt Sf>ells: Exf)ert Level 


These spells cannot be learned until the character has achieved an Expert level of shill in 
Fight magie. 

Summon Elemental: Summons a Wisp to fight for the party (of strength according to shill 
level). It will stay until the spell duration runs out or it is destroyed. At the Expert leve hthe 
caster may summon only 1 Dancing Fight, which will stay for 5 minutes per shill point of the 
caster. At the Master level, the caster may summon up to 3 Wisps, which will stay for fifteen 
minutes per point of shill. At the Grandmaster level, the caster may summon as many as 5 AVisps, 
which will also stay for fifteen minutes per point of shill. 
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f Day of the Gods: Temporarily increases all Z stats on all your characters hy 3 times your shill 
in Light magie. This spell lasts until you rest. At the Expert level, the spell is east as deserihed 
above. At the Master level, the increase is hy four times your normal shill. At the Grandmaster 
level, the increase is hy 5 times the normal shill. 




Ligkt Sj)ells: IVIaster Level 


These spells may not he learned until the character has achieved a shill level of Master in 
Light magie. 

Prismatic Light: Inflicts 25 points of damage plus 1 per point of shill in Light magie on all 
creatures in sight. This spell can only he east indoors. This spell does not gain in intensity, 
hut rather the spell recovery rate decreases with each successive shill level progression. The 
recovery rate starts out at moderate. 

Day of P roteetion: Simultaneously easts P roteetion from Fire, Air, Water, Earth, Mind and 
Body, plus Father Ell and Wizard Eye on all your characters at four times your shill in Li ght 
magie. At the Master level, this spell is east as deserihed above. At the Grandmaster level, the 
spell IS east at 5 times your normal shill instead of 4 times. 

Hour of Power: Simultaneously easts Haste, Heroism, Shield, Stone Shin and Bless on all 
your characters at four times your shill in Light magie. At the Master level, this spell is east 
as deserihed as above. At the Grandmaster level, the spell is east at 5 times your shill level 
instead of 4 times. 

Sunray: Sunray is the second most devastating spell in the game, concentrating the light of the 
sun on one unfortunate creature. Since Sunray must focus the light of the sun, it can only worh 
outdoors and during the day. Sunray does 20 points of damage plus 1-20 per point of shill in 
Light magie. At the Master level, this spell s recovery rate is slow. At the Grandmaster level, 
the recovery rate decreases to moderate. 


Ligkt Sf>ells: Grandmaster Level 


Each branch of magie has its pinnacle spell, that one crowning achievement which an aspiring 
magician can never top. In the sphere of Light magie, this spell is Divine Intervention. 

Divine Intervention: Three times per day you may call upon the heavens to heal your characters 
of all damage, restore your spell points, and remove all adverse conditions. The gods exact a price, 
however, aging the caster 10 years for each Divine Intervention. Recovery from this spell is 
shortened with shill in Light magie. 
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Dark Sf>ells: Normal Level 


These spells ean he learned at the Normal level of shill in Darh magie. As the character 
increases in level, the spells also increase in potency. 

Reanimate: Reanimate allows you to raise a lifeless creature from the dead (sort of). The 
zombie will fight against monsters hostile to the caster until it is hilled (again) or until the 
party leaves the map. The zombie will have 10 hit points per point of shill in Darh magie, up 
to its normal maximum. This spell cannot he east on members of your party. At the Normal 
level, the reanimated creature receives 20 hit points per shill point of the caster (up to the 
creature s maximum hit points). At the Expert level, the reanimated creature receives 30 hit 
points per point of shill (up to its max). At the Master level, the reanimated creature receives 
40 hit points per shill point (up to its max). At the Grandmaster level, the reanimated creature 
receives 50 hit points per point of shill (up to its max). 

Toxic Cloud: A poisonous cloud of noxious gases is formed in front of the caster and moves 
slowly away from your characters. The cloud does 25 points of damage plus 1-10 per point of 
shill in Darh magie and lasts until something runs into it. This spell does not gain in intensity, 
hut rather the spell recovery rate decreases with each successive shill level progression. The 
recovery rate starts out at moderate. 

V ampirie Weapon: Enchants a weapon with the \4mpirie ability of lifedrain. Damage inflicted 
on monsters strueh hy this weapon will he added to the hit points of the weapon s wielder up to 
his normal hit point maximum. At the Normal level, this spell lasts for 1 hour per shill point 
of the caster. At the Expert leve 1, the recovery time of the spell is decreased. At tLe Master 
leve 1, the recovery time of the spell is further decreased. At the Grandmaster level, the spell 
becomes permanent. 

Shrinhing Ray: Shrinhs even the grandest of monsters to more manageable sizes. Duration of 
this spell IS 5 minutes per point of shill in Darh magie. Ash runken monster deals one lial£ 
one third, or one quarter its normal damage while shrunh. At the Normal level, the target is 
reduced to one half normal size. At the Expert level, the target is reduced to one third of normal 
size. At the Master level, the target is reduced to one quarter of normal size. At the Grandmaster 
level, the spell ean affect a whole area (a group of monsters). 


Dark Sj)ells: ExJ)ert Level 


These spells cannot he learned until the character has achieved an Expert level of shill in 
Darh magie. 
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P Slira()inetal: Fires a blast of bot, jagged metal in front of tbe caster, striking any creature tbat 
gets in tbe way. Eaeb piece inflicts 1-6 points of damage per point of skill in Dark magic. At 
tbe Expert level, 5 fragments are blasted. At tbe Master leve 1, tbe recovery rate of tbe spell is 
decreased, and Z fragments are blasted. At tbe Grandmaster leve 1, tbe recovery rate of tbe 
spell IS further decreased and 9 fragments are blasted. 

Control Undead: Takes control of an Undead target s mind. Controlled Undead will figbt 
monsters tbat are hostile to tbe caster for tbe duration of tbe spell, and will not fight with tbe 
caster even if attacked by tbe caster or bis friends. At tbe Expert level, tbe spell will last for 3 
minutes per skill point of tbe caster. At tbe Master leve btbe recovery rate of tbe spell is reduced, 
and tbe duration is increased to 5 minutes per point of skill. At tbe Grandmaster leve btbe 
recovery rate is further decreased, and tbe spell lasts until tbe party leaves tbe current map. 

Pain Reflection: When a monster bits a character with Pain Reflection active, tbe monster 
takes damage equal to what it inflicted on tbe ebaraeter. At tbe Expert level, this spell lasts 
for 1 hour plus an additional 5 minutes per skill point of tbe caster. At tbe Master leve btbe 
spell affects tbe entire party. At tbe Grandmaster level, tbe duration of tbe spell is increased 
to 1 hour plus an additional fifteen minutes per point of skill. 


Dark Sf>ells: IVIaster Level 




These spells may not be learned until tbe ebaraeter has achieved a skill level of Master in 
Dark magic. 

Dark Grasp: Tb IS spell surrounds tbe target with tbe power of raw darkness, rendering it 
unable to fire missile attacks or east spells, slowing its movement, halving its armor class, and 
halving tbe damage it does in melee combat. At tbe Master level, tbe spell will last for 5 
minutes per skill point of tbe caster. At tbe Grandmaster level, tbe duration of tbe spell is 
increased to 10 minutes per point of skill. 

Dragon Breath: Dragon Breath empowers tbe caster to exhale a cloud of toxie vapors tbat target 
a single monster and damage all creatures near by. Tb IS spell IS tbe most powerful damage spell in 
tbe land, doing 1-25 points of damage per point of skill in Dark magie. This spell does not gain 
in intensity, but rather tbe spell recovery rate decreases with eaeb successive skill level progression. 
Tbe recovery rate starts out at slow and decreases to moderate at Grandmaster level. 

Armageddon: This spell is tbe town killer. It can only be east 3 times per day and only outdoors. 
Armageddon inflicts 50 points of damage plus 1 point of damage for every point of Dark skill 
your ebaraeter has to every creature on tbe map, including all of your ebaraeters. At tbe Master 
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level, tbe spell is east as described above. At tbe Grandmaster level, tbe spell can be east 4 
times per day. 

Dark Sf>ells: GrranJmaster Level 

Eaeb branch of magic has its pinnacle spell, tbat one crowning achievement which an aspiring 
magician can never top. In tbe sphere of Dark magie, this spell is Souldrinker. 

Souldrinker: This horrible spell sucks tbe life from all creatures in sight, friend or enemy. 
Souldrinker then transfers tbat life to your party in much tbe same fashion as Shared Life. 
Damage (and healing) is 25 -p 1-8 bit points per point of skill. 


Monster Abilities 


As explained in tbe Skills section above, three of tbe monster races have special racial abilities 
available to them. These special abilities are gained as tbe ebaraeter applies skill points to tbeir 
racial abilities, and tbe ebaraeter gains a new racial ability at eaeb skill promotion. Tbe abilities 
themselves act and are east like spells. As with other spells, these special abilities mature and 
gain in potency as tbe ebaraeter s skill level increases. 

Dark Elf Abilities: Normal L evel 

Glamour: This ability grants tbe caster a more appealing manner and appearance to whomever 
tbe Dark Elf deals with. Tbe net effect is a bonus to Merchant skill for tbe duration of tbe 
ability s effect. At tbe Normal and Expert levels, this ability lasts for 5 minutes per skill point 
of tbe Dark Elf. At tbe Master level, tbe duration of tbe ability is increased to 1 hour per 
point of skill. At tbe Grandmaster level, tbe ability gives tbe Dark Elf a larger bonus to tbe 
Merchant skill. 

Dark Elf Abilities: Exf>ert L evel 

Travelers Boon: This ability simultaneously easts Torchlight, W izard Eye and Eatber Ell 
at Expert level of mastery. Gained at tbe Expert level, this ability lasts for thirty minutes per 
point of skill in tbe Dark Elf Ability. At tbe Master 1 evel, tbe duration increases to 1 hour 
per point of skill. (No progression at tbe Grandmaster level). 

Dark Elf Abilities: IVIaster L evel 

Blind: This ability strikes tbe target blind, preventing spell easting and missile attacks by tbe 
affected creature, and forcing tbe creature to wander aimlessly for tbe duration of tbe ability. ' 
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P • Gained at tlie Master level, tliis ability lasts for 5 minutes per point of skill in Dark Elf Ability. 
At tbe Grandmaster level, tbe duration increases to 10 minutes per point of skill. 


Dark Elf Abilities: Grandmaster Level 


Darkfire Bolt: Tbis frightening ability grants tbe Dark Elf tbe power to wield Darkfire, a 
dangerous combination of tbe powers of Dark and Fire. Any target stricken by tbe Darkfire 
bolt resists witb either its Fire or Dark resistance whichever is lower. Darkfire Bolt deals 


1-1 7 points of damage per point of skill. 


\^mf)ire Abilities: Normal Level 


Lifedrain: Lifedrain allows tbe \bmpire to damage bis or her target and simultaneously heal, 
based on tbe damage done in tbe Lifedrain. This ability does 3 points of damage plus 1-3 points 
of damage per skill. At tbe Normal level, tbe ability is used as described above, healing tbe 
\4mpire at a rate of 1/3 of tbe life drained from tbe opponent. At tbe Expert level, tbe recovery 
rate for tbe ability is decreased. At tbe Master level, tbe damage potential increases to 5 points 
of damage plus 1 -5 per point of skill in tbe \ampire Ability. At tbe Grandmaster level, tbe 
damage potential increases to 7 points of damage plus 1-7 per point of skill. 


\^mj)ire Abilities: Exjiert Level 


Levitate: This ability allows tbe \4mpire to levitate tbe party slightly off tbe ground, avoiding 
damage from drowning or lava, and also avoiding setting off ground traps. Gained at tbe Expert 
level, this ability lasts for 1 0 minutes per point of skill in tbe \4mpire Ability, At tbe Master 
leve btbe duration is increased to 1 hour per skill point. At tbe Grandmaster level, tbe duration 
IS increased to 3 hours per point of skill. 


\^mj)ire Abilities: IVIaster Level 


Charm: A \4mpire using this ability can ebarm a small group of targets in close proximity. 
Gained at tbe Master level, this ability lasts for 10 minutes per point of skill in tbe \bmpire 
ability. At tbe Grandmaster level, tbe duration is permanent. 


\4mf)ire Abilities: Grandmaster Level 


Mistform: Gained at tbe Grandmaster level, tbe Mistform ability allows tbe \ampire to render 
itself immune to physical damage. Though a \ampire in Mistform cannot perform any physical 
attacks, they are able to use spells and abilities and are also affected by spells and abilities. 
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Dragon Abilities: Normal Level 


Fear: This ability allows tbe Dragon to strike fear in its opponents thoughts. If tbe target 
doesn t resist tbe effects, it will flee in panic for tbe duration of tbe ability. At tbe Normal 
level, this ability lasts for 3 minutes plus an additional minute per point of skill in tbe Dragon 
ability. At tbe Expert level, tbe duration of tbe ability is increased to 5 minutes plus an 
additional minute per skill point. At tbe Master level, tbe ability affects tbe chosen target as 
well as any other creature in tbe immediate area. At tbe Grandmaster level, tbe ability affects 
all creatures in view. 


Dragon Abilities: Exjiert Level 


Flame Blast: This ability is an upgraded version of tbe normal Dragon Breath Mbapon attack. 
It acts much like a Fireball, striking its target and exploding out to bit everything near it, but 
Flame Blast does much more damage than does a Fireball. Gained at tbe Expert level, this ability 
will do damage for 10 points plus 1-10 points per point of skill in tbe Dragon Ability. At 
tbe Master level, tbe damage is increased to 1 1 points plus 1-1 1 points per skill point. At tbe 
Grandmaster level, tbe damage is increased to 12 points plus 1-12 points per point of skill. 


Dragon Abilities: IVIaster Level 


Flight: All ows tbe Dragon to carry tbe party in flight. This ability is very expensive and 
only works outdoors, but it is very useful. Flight will drain 1 spell point every 5 minutes it 
IS in use (i.e. when you aren t touching tbe ground). Gained at tbe Master level, this ability 
lasts for 1 hour per point of skill in tbe Dragon Ability. At tbe Grandmaster level, tbe ability 
no longer drains spell points. 


Dragon Abilities: Grandmaster Level 


Wing Buffet: By use of this ability, tbe Dragon is able to use its wings to push back all attacking 
creatures within range of its wings, effectively placing them out of melee combat range. 
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Quick reference skeet: Default controls 
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Ground Nlovement keys 

Effect 

Flying keys 

Effect 

Uj) arrow (mouse uj)) 

Walk forward 

PgU{) key 

Ascend 

Down arrow (mouse down) 

W41k backwards 

Insert key 

Descend 

Left arrow (mouse left) 

Turn left 

Home key 

Land quickly 

Rigkt arrow (mouse rigkt) 

Turn rigkt 



Skift key (+ movement key) 

Run/execute movement quickly 

0{)enBook keys 

Effect 

Ctrl (+ left or rigkt arrow) 

Strafe 

Q 

Current quests 

X key 

vJumJ) 

N 

Auto notes 

PgDn key 

Look up 

M 

Ma{)S 

Delete key 

Look down 

H 

History 

End key 

Look akead 



Brackets [ ] 

Strafe 

Other keys 

Effect 

Sf)acekar 

Searck/activate nearest object 

R 

Rest 



+ and - keys 

Zoom in/out on Automa{) 

Comkat keys 

Effect 

I through 5 

Selects character (L to R) 

A 

Active character attacks nearby 
oJ){)onent 

Esc (Adventure 

Game Oj)tion menu 

screen) 

Esc (elsewhere) 

Closes current window 

S 

Active character will, if able 
(in this order): 

1. Cast a s{)ell 

2. Attack with a bow, or wand 

3. Nlake a kand-to-kand attack 

F4 

Toggle full screen mode 


B 

Active character J)asses combat 
turn 

C 

Cast s{)ell — o{)en s{)ell books 


Enter key 

Toggles combat modes 



iroubleskooting 

Installation 



Problem: Tbe CD is in tbe CD-ROM drive, but tbe computer is not recognizing it. 
Answers: Tbe CD may be dirty or seratebed. 

Solutions: Make sure tbat tbe data side of tbe CD (sbiny side) is not dirty or seratebed. If 
it IS dirty, take a lint free non-abrasive elotb and wipe gently to clean it (always wipe from tbe 
inside of tbe CD to tbe outside edges). If tbe data side of tbe CD appears to be seratebed, 
return tbe game to tbe store tbat you bought it from, and exchange it for a new copy. If you are 
unable to exchange tbe game at tbe store tbat you bought it from, please call Customer Support 
for information on our exchange policy. 


1. Close all unnecessary programs running in tbe Background. 

— Press tbe CTRL+ALT+DEL keys at tbe same time to open tbe Close Program window, 
select a program, and press tbe End Task button. Repeat this process until all programs 
except Explorer and Systray are closed. 




Problem: Tbe computer freezes during install, or you receive an error message (sueb as *_ms 
error or an error has occurred during tbe move data process ) during install. 

Answers: ^ur computer may be using an older 16-bit CD-ROM driver; or there may not be 
enough space on your bard drive for temporary files to expand: or tbe CD-ROM drive might 
be having problems with bow it buffers information; or tbe Autorun or DMA settings on your 
CD-ROM drive could be interfering with tbe game installation. T cheek and see if your 
computer is using an older 16-bit CD-ROM driver: 

— Rigbt-eliek on tbe My Computer icon and select Properties. 

-Click on the' Performance tab. 

— In tbe Performance status box, if tbe File System line says Some drivers are using 
MS-DOS compatibility, you are using a 16-bit CD-ROM driver. 

Solutions: R)r 16- bit CD-ROM drivers: Contact tbe manufacturer of your CD-ROM d rive 
or the manufacturer of your computer for an u pdated 32-bit CD-ROM d river, 

Eir 32-bit CD-ROM drivers: 








■ V 


' ■ — Delete all files in your C:\Wind owsXTemf) folder, tlien empty tlie Recycle Bin. 

2. Turn off read-aliead on tlie CD-ROM drive: 

— Riglit-eliek on tlie My Computer icon and select Properties. 

-Click on tke" Performance tab. 

— Click on tbe File System button. 

— Cboose tbe CD-ROM tab at tbe top 

— Change tbe Optimize access pattern for field to No read-abead 

-Click on Apply, tben OK and finally eliek Close (you will be prompted to restart your 
system). 

3. Turn off tbe Autorun and DMA settings on your CD-ROM drive: 

— Rigbt eliek on tbe My Computer icon and eboose Properties. 

-Click on tbe Device Manager tab. 

— Click on tbe + sign next to tbe CD-ROM line so tbat it becomes a - sign. 

— Click on tbe line tbat appears under tbe CD-ROM line so tbat it is bigbligbted, tben 
eliek on tbe Properties button. 

— Click on tbe Settings tab. 

— Look for tbe Auto-insert Notification and DMA lines. If there IS a check mark in tbe 
boxes next to either of these lines, eliek on tbe box to remove tbe check mark. 

— Click on tbe Apply button, and tben eliek on tbe OK button. 

-When you are asked if you want to restart your system, eboose “Yes.” 

— Y)u can restore all of tbe CD-ROM settings back to normal after tbe game has been 
successfully installed. 
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L/auneking tke Game I 


Problem: After launching tbe game from tbe Start menu or Desktop icon, you get a blank 
screen, a black box tbat surrounds tbe mouse cursor, blurring or eboppy graphics, vertical lines 
on tbe screen, eboppy sound, or no sound. 

Answer: There is probably a conflict between your video or sound card and Microsoft s 
DirectX. 


Solution: For W indows 95 and 98 users: 


1. Press the Start button on tbe Windows 95/98-task bar and select Run. 


2. Type dxdiag tben click on tbe OK button. This will run tbe DirectX Di agnostics 
Tol. 


3. Make sure all your files are DirectX 7 compatible. Select tbe DirectX Files tab make 
sure there are no exclamation points next to tbe file names. If you find exclamation points 
under this tab you will need to reinstall DirectX 7 by going to tbe START Button on 
tbe Windows95/98 task bar tben select RUN and type your CD-ROM drive letter 
followed by : \DireetX\dxsetup.exe and click on tbe Reinstall DirectX button. This 
will reinstall DirectX 7 


4. Make sure all of your drivers are DirectX 7 compatible. Select tbe DirectX Drivers 
tab and make sure there are no exclamation points next to any of tbe file names. If you find 
exclamation points under this tab you will need to update your drivers by contacting tbe 
manufacturer of tbe hardware through tbeir Phone Support or through tbeir web site. 3DO 
has a listing of manufactures sites available at: http:/ / www.3do.eom/ support. 

5. Tst your hardware with tbe DirectX 7 Diagnostics tool. Run tbe tests tbat are available 
on tbe Display, Sound and Input tabs. If one or more tests fail, this could be due to 
driver incompatibility. Installing tbe newest drivers available for your sound and video card 
hardware can usually resolve this. 


Kir Windows 98 users: 


1. Press tbe Start button on tbe Windows 98 task bar and select Help. 

2. Select tbe Search tab, type DirectX Toublesbooter in tbe text box, and tben press tbe 
List Tpies button. Select DirectX Toublesbooter in tbe Tpies window, eliek tbe Display 
Button, and tben follow tbe instructions to troubleshoot your DirectX issue. 
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aunekiiig tke Game II 
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Problem: try to start tbe game and tbe screen flasb es briefly, and you are returned to tbe 

desktop without an error message. 

Answer: There are probably miscellaneous programs running in the background that are 
interfering with the game and causing it to crash. 

Solution: E)r Windows 95 users: 

1. Press the CTRL+AIT+DEL keys at the same time to open the Close Program 
window. 

2. Click on a program so that it is highlighted, then click on the End Task button. 

3. Repeat this process until only Explorer and Systray are left in the Close Program 
list, then try running the game. 

Eir Windows 98 users: 

1. Click on the Windows Start button, then choose Run. 

2. In the Run line type in: mseonfig , then push the Enter hey. (This will bring up the 
System Configuration Utility.) 

3. Select the Startup tab, and turn all of the cheek boxes off, except for the one next to 
Systray. 

4. Press “OK." When you are prompted to restart your system, click ^s. 

5. Once your machine has restarted try running the program again. 

Video and Sound card manufacturers regularly update their software drivers to enhance 
performance and stability, and to improve compatibility with DirectX. X)u can find links 
to many of these manufacturers sites by going to the Driver Updates section of our support 
web site, which is located at http://www.3do.eom/support. 

^u may obtain a list of Microsoft-certified video and audio drivers for your hardware 
by going to http://www.mierosoft.eom/hwtest/hel/. Drivers listed here are confirmed to be 

compatible with Wind ows 95, W indows 98 and Windows NT4.0. 

Microsoft updates DirectX and its components regularly and posts them for download 
off of their web site at http:/ / www.mierosoft.eom/ DirectX. 
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Customer Suf)f)ort 


Web Site: Visit www.3do.eom/support for late-breaking news and information, answers to 
Eequently Asked Questions (EVQ s), links to hardware manufacturers web sites, and the latest 
product updates. If you want to ask a specific technical question, you can use the online email 
form available at our web site or send mail directly to the eustomer-support@3do.eom address. 

Phone: Call (650) 261-3454, Monday through Eiday, 9:00am - 1 2:00 noon and 
2:00pm - 5:00pm, Pacific Time. 

U.S. Mail: Customer Support 

The 3DO Company 
600 Galveston Drive 
Redwood City, CA 94063 

However you choose to contact us, there s information about your computer that we will need in 
order to help you properly. X)u can get this information by following these steps: First, ri ght- 
eliek on the My Computer icon and choose Properties. On the System Properties screen, you 
will find the following information that we will need: Computer OS type ( W indows version), 
amount of RAM and CPU type. After you get this information, exit the System Properties 
screen, then double left-eliek on the My Computer icon. On this screen, right-eliek on the icon 
of the hard drive that the game is installed on and choose Properties. On this screen, you 
will need to find out the drive s total capacity, and the amount of free space left on the drive. 

If you wish to purchase additional copies or other titles from The 3DO Company please call: 

3DO Direct Sales (800) 336-3506 in the United States 

(650) 261-3227 outside the United States 

World Wide AVeb http://www.3d o.eom 


Hints an d Tif)s 


Need help finishing the game? Can t solve that quest or don t know where to go next? 

X)u ean get all that and more on the 3DO Hint Line. Call 1-900-CALL-3DO 
(1-900-225-5336) for pre -recorded hints, tips, and clues. Calls to the Hint Line cost $0.99 
per minute. For recorded hints and tips, calls must be made from a Touch Tne Phone. If you 
are under 18 years of age, you must get your parents permission before ea lling. 
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^^rranty 


THE 3DO COMPANY LIMITED 90-DAf WARRANTY 

TKe 3DO Company ( 3DO ) warrants to tlie original consumer pureliaser of tins 3DO 
software product tliat tlie compact disc on wliieli tlie underlying computer program is recorded 
IS free from defects in materials and workmansliip under normal, recommended use for ninety 
(90) days from tlie date of pureliase. Tlie 3DO software program recorded on sueli a medium 
. IS sold on an as is basis, without any warranty or condition of any hind, and 3DO shall not 

he liable for any losses or damage of any hind or nature resulting from the use or inability to 
use such program, 

■A 3DO’ s entire liability and the original consumer purchaser s exclusive remedy for breach 

of any warranty (express or implied) shall be, at 3DO s option, either: (a) to replace, free of 
charge, this 3DO software product, or (b) to return to the original consumer purchaser the price 
paid for this 3DO software product. The preceding warranty shall not be applicable and 3DO 
shall not be obligated to replace this 3DO software product or to return any such sum to the 

original consumer unless this 3DO software product is returned within the 90-day warranty 

■ . . . 

period, postage pre-paid with proof of purchase to The 3DO Company, 600 Galveston Drive, 
Redwood City, CA 94063, Att n,: Customer Support Dept,, and the preceding warranty 
shall be void if any defect in this 3DO software product arises through accident, negligence, 
use in any application for which this 3DO software product was not designed or intended, 
modification without the prior consent of 3DO, any cause external to the product (e,g„ heat), 
or by any other cause unrelated to defective materials or workmanship, 

' ■ EXCEPT FOR THE LIMITED WARRANTY SET FORTH ABOVE, 

ALL OTHER REPRESENTATIONS, WARRANTIES, CONDITIONS, 
TERMS AND OBLIGATIONS, WHETHER EXPRESSED OR IMPLIED, 
INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES 
OF MERCHANTABILITYFITNESS FOR ANY PARTICULAR PURPOSE 
AND/OR NON-INFRINGEMENT REGARDING THIS 3DO SOFTWARE 
" PRODUCT (RELATING TO EITHER THE COMPACT DISC, THE SOFT- 
WARE OR OTHERWISE) ARE EXCLUDED TO THE MAXIMUM 
EXTENT ALLOWED BY APPLICABLE LAW 

3DO neither assumes nor authorizes any other person or entity to assume for 3DO (or any 
related or affiliated entity) any other liability in connection with this 3DO software product, 

IN NO EVENT SHALL 3DO BE LIABLE FOR ANY INCIDENTAL, 
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CONSEQUENTIAL (INCLUDING LOSS OF PROFITS), SPECIAL AND/ 
OR OTHER DAMAGES OF ANY KIND OR NATURE RESULTING 
FROM THE PURCHASE, POSSESSION, USE, OR INABILITY TO USE 
THIS 3DO SOFTWARE PRODUCT EVEN IF 3DO HAS BEEN ADVISED 
OF THE POSSIBILITY OF SUCH DAMAGES OR LOSS, IN NO EVENT 
SHALL 3DO’S LIABILITY TO THE ORIGINAL CONSUMER PUR- 
CHASER EXCEED THE AMOUNT ACTUALEf PAID FOR THIS 3DO 
SOFTWARE PRODUCT SOME STATES/COUNTRIES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS 
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/ 
OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY 
TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS 
AND YOU MAf ALSO HAVE OTHER RIGHTS WHICH VARYFROM 
JURISDICTION TO JURISDICTION. 

3DO has endeavored to ensure that the end user manual and promotional materials regarding 
this 3DO software product accurately reference the product. However, because of ongoing 
improvements and updating of 3DO software products, 3DO cannot guarantee the accuracy 
of printed materials after the date of publication, and 3DO disclaims any loss, liability and/or 
damages, whether in contract, tort or otherwise, arising out of or resulting from the manual and 
promotional materials, including, without limitation, any loss or liability resulting from 
changes, errors or omissions with respect to any of such items. 




